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SOURCEBOOK INTRODUCTION 



This SOURCEBOOK o-f software programs and hardware items is a compilation of 
information gathered fr<5m the ARCADIAN, software authors and hardware 
builders, and various other sources. I wish to thank C. J. Anderson for the 
OURCEBOOK idea, and Bob Fabris, editor of the ARCADIAN, for printing ads in 
is publication and for. his continuing support of the ARCADE. I would also 
like to thank ASTROCADE 3 1 nc . and Nitron for enclosing the RMH Enterprises 
flyer in each new ARCADE Unit. 



HON TO USE THIS SOFTWARE AND HARDWARE SOURCEBOOK 

First, glance through the INTRODUCTION, read the System Summaries and then 
use thelndex to find'the Software or Hardware that interests you, turn to 
the appropriate page and start reading. 

HON TO INTERPRET THE CODES USED IN THIS SOURCEBOOK 



These 



Equipment Required Codes are common 

BB BALLY Professional ARCADE with 
BALLY BASIC and external Audio 
Cassette Interface. 

AB BALLY/ASTROUI SI ON/ASTROCADE 
with ASTROCADE/BALLY BASIC 
Uideocade 6004 with built-in 
Cassette Interface. 



to al 1 


Index Listings. 


BR 


Blue Ram Add-on 


US 


Uiper System Add-on 


?H 


Number of Handles needed 


XB 


Extended BASIC 


KP 


Keypad 


RL 


R 4( L 64K Add-on 


MLM 


Machine Language Manager 
Uideocade 



HON TO ORDER FROM THIS SOURCEBOOK 

Copy the Order Form on the back cover, fill out the required information 
enclose payment required and mail to the "SOURCE" as per ad. 



It is "Extremely important to fill out the information on the type of 
you have as this is the only way a supplier will know in what format 
your order. If not specified, Astrocade Basic will normally be sent 



BASIC 
to send 



NOTICE TO ALL USERS OF THIS SOURCEBOOK 



Aince, I have not examined or tested most of these software programs or the 
hardware items offered, by the SOURCES in this book, I make no guarantees or 
recommendations, expressed or implied, with respect to these programs or 
hardware.. This includes but is not limited to availability, hardware 
requirements, accuracy , rel i abi 1 i ty , performance, or whether such programs 
are -merchantable and fit for the purposes for which they are intended. 
Prices’ are those in effect at the time of public a tion and are expected to 
be in ..effect until the next edition is printed, howev er, th ese prices are 
not guaranteed bv the publisher of the S OURCEBOOK. 

“ ’ HON TO PURCHASE A SOURCEBOOK 



If you want to purchase a SOURCEBOOK, please send a SSAE to; 

RMH Ertfce-r p c ..i s e s , 635 Los Alamos Ave . , Livermore, CA 94550 for details. 

Quant i ty. . discounts are available to User Groups or Dealers. 

This SOURCEBOOK is Copyrighted on Dec. 19, 19S3 by Richard M. Houser. 

No copies of this SOURCEBOOK should be made without the express written 
permission of Richard M. Houser . 
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This SOURCEBOOK belongs to: . 

My ARCADE'S Model Number is: Serial Number is: _ 

I have Old BALLY BASIC ; and/or New BALLY/ASTROCADE BASIC £004 

I have the -following Vi deocades . 

Number Title Number Title Number Title 
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Read this Section thoroughly 



To new owners of the ASTROCADE Professional ARCADE Computer. 

When you bought your ASTROCADE Professional ARCADE Computer with the 
ASTROCADE BASIC Videocade 6904, you also purchased a personal home 
computer you can program yourself. Read the ASTROCADE BASIC 6004 
instruction book and follow the illustrated sel f-teach i ng BASIC 
language training course. Pay particular attention to the Audio 
Cassette Interface section, because this is what allows you to save 
your programs on your tape recorder. You must have a cable with a 
miniature phone jack at both ends to connect your ARCADE to your tape 
recorder. A cable of this sort may be purchased from Radio Shack (part 
# 42-2420) or nther audio equipment store. This hookup allows you to 
use the programs advertised in this SOURCEBOOK for endless hours of 
en j oymen t . 

X?Tf*£x**X***XX********X**XX****************************************** 

The software programs and hardware items in this SOURCEBOOK are for use 
with your new ARCADE unit. All of the programs in this SOURCEBOOK are 
available as listings, on cassette tapes, or in cartridge format which 
can then be loaded into your ARCADE using the patch cable above and 
your own cassette tape recorder using the instructions given in the 
ASTROCADE BASIC INSTRUCTION BOOK. 

**£*S*X***S*XXSX*XX***X************************** ******************** 
The manufacturer of the ASTROCADE Professional ARCADE Computer is: 

ASTROCADE Inc. 

6460 Busch Blvd. Suite 215 
Columbus, OH 43229 



All written inquiries 



should be made to the above address. 
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THE BALLY/A STROVE I SI ON SYSTEMS 



The BALLY Professional ARCADE (by BALLY and ASTRCVI SI ON Inc.) 

The ARCADE unite were also cal led the SALLY Home Computer. These units were 
sold starting in late 1977. These units were produced by the Bally Consi-umer 
Products Division of Bally Manufacturing Corporation . This ARCADE unit . , came 
with four handles and sold for about $360 . The BALLY BA S I C and Audio 
Cassette Interface Module were sold seperately at a cost of $55 each . At 
first the ARCADE was plagued by heat related failures <75 to 99% of the 
units were returned under warranty) , but these problems have been almost 
completely eliminated by a good quality control system. The original BALLY 
BASIC cartridge requires the use of an external Audio Cassette Interface, to 
load the programs to tape at 360 baud. In late 1980, ASTRCVI SI ON Inc. bough t 
the rights to manufacture the ARCADE, and produced the ARCADE units at two 
locations — Garner , Iowa and Rancho Cordova, California. 

Programs or Hardware that require use of the original 300 baud 
BALLY' BASIC will be coded with a BB in the "Equipment 

Required" column of the Index Section. 



The BALLY Professional ARCADE Plus < by A ST ROM ISION Inc.) 

Starting in late 1981 the unit was sold as the BALLY' Professional ARCADE 
Plus, this was essentially the same unit, but included the BALLY BAS itT 6004 
Uideocade with built in Audio Cassette Interface and two handles for $300. 
The ARCADE unit was sold through Montgomery Wards without the BALLY'’ BASIC 
Uideocade for $250. This BALLY' BASIC C'ideocade is referred to as the 
ASTRCVI SI 8N BASIC Cartridge in the SOURCEBOOK since it was introduced by 
ASTRCVI SI ON Inc. The new ASTROUI SI ON BASIC loads tapes at 20 0-0 baud (about 
14 times faster than the 300 baud) . The new ASTRCVI SI ON BASIC requires some 
modifications to the old BALLY' BASIC Programs as written in the old editions 
of the ARCADIAN Newsletter, but these modifications are fairly easy to make. 
On cage G 46 of this SOURCEBOOK you will find information describing the 
differences between old BALLY BASIC and new ASTRCVI SI ON BASIC and the 
changes that must be made to update the old BALLY' BASIC to the new 
ASTRCVI SI ON BASIC. A program is included in the BALLY' BASIC 6004 instruction 
book for loading 300 baud programs thru the new 2008 baud videocade. The new 
ASTRCVI SI ON Cartridge has two major added features (EDIT and TRACE 
Commands). When ordering programs make sure you indicate which BASIC you 
have. Remember that the n ew BALLY' BASIC < A ST R CV I S I ON BASIC) has the red LED 
on top and the IN/OUT jack in the lower right hand corner. 

Programs or Hardware that require use of the new 2090 baud ASTROUI SI ON 

BASIC will be coded with a AB in the "Equipment Required" 

column of the Index Section of the SOURCEBOOK. 



ASTRCVI 8 1 ON Inc. purchased the rights to call the ARCADE unit the BALLY 
Prof ess i on a • ARCADE until the end of 19S 1 , with an extension lasting until 
all the preprinted materials had been used. When these preprinted items have 
beer depleted, the unit is to be called the ASTROCADE . 
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On Dec ember 31, 1 982 , Astr ov i s i on ask ed -for protection f r cm it's credi tor-5 
by filing for Chapter 11 under the bankrupty 1 aws . Since then it has been 
undergoing reorganization. During the last year no new units have been made, 
but those units previously made have been sold throu-gh various outlets for 
subs tan i al savings over the normal list prices. 

The Astrocade units have been selling at sortie Montgomery Hard store's for as 
low as $29,95 without AstroBASIC. The AstroBASIC Cartridge costs an 
additional $18. This is an extremely good buy for a backup unit, especially 
when you consider that two handles alone used to cost $44.95, Buying the 
complete unit just for the handles is another excel lent idea. 



ADD -or-. 



‘EMS 



Blue Ram S Y ST EM < by Per k i n s En g i neer i n g) 

The Blue Ram System was introduced in June 1988 and includes the following 
i t em s : 

Blue R am 

B 1 u e R am K e y b o a r d 

Blue Ram Super Extended BASIC 

B 1 u e R am Uper a ting Sys t em 

M o d em/' Printer Interface 

E' 1 ue Ran - ! BSR control 1 er 

Programs or Hardware that require use of the Blue Ram System will 
be coded with BR in the "Equipment Required" column in 

the Index Section of this SOURCEBOOK. 



MI PER SYSTEM < by Alternative Engineering) 

The MI PER System was introduced in April 1981 and includes the following 
i t ems : 

MI PER System 
M S R 1 6 K + M em o r y B card 
MRS232 Interface Boar d 
M I P E R S y s t em K e y boar d 
M R P S K ERR OM P r o g r amm e r 

Production has been curtailed on the above units while the Z -GRASS system is 
be i n g deve 1 oped . 

p r o q r am s or H a r dw are that require use of the M I P E R S’ y s t em w i 1 1 
be coded with a MS in the "Equipment Required" column 

in the Index Section of the SOURCEBOOK. 
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34K RAM BOARD (by R i; L Enterpriss?) 

This board provides u p to 6 4 K bytes of additional memory to al 1 ow you to 
write longer programs and to use the Ex tended .Basic Language. 

Programs or Hardware that require use o-f the R ix L 64K Ram Board wi 1 1 
be coded with a RL in the "Equipment Required" column in the 

Index Section o-f the SOURCEBOOK. 



EXTENDED BASIC LANGUAGE (by Jay Fenton) 



This language is available in two versions: on tape and on a ROM cartridge. 
This is -for use with either o-f the two presently available ADD—UN systems, 
ere is a list o-f some o-f the new commands available in the new extended 



NEW: erases all existing memory, same as a reset. 

ZERO: Sets all single letter variables to zero. 

DEFAULT: Sets all device variables to de-fault conditions. 

DATA: Allows easier entry o-f lots o-f variables. 

CIRCLE: Puts a circle on the screen just like the BOX command. 

SNAP: Al lews you to take a picture o-f a portion o-f the screen and save 
it in memory. Used later with the SHOW command. 

SHOW: With this command you can SHOW the picture you took with the SNAP 
any place on the screen. You can also take various SNAP's and put 
them togather to -form larger pictures. 

SCROLL: Rolls the text up or down a specified number o-f lines. 

POINT; Puts a point, a lxl box anywhere on the screen. 

NEW MODE and SHOWMODE: These commands used in conjunction with the 

SHOW, BOX, CIRCLE, and POINT commands allow -four colors at once 
to be used on the screen as wel 1 as mixing and overlays. 



P r o g r am s or H a r dw are 
be coded with a 
in the Index Section 



that require use o-f Extended Basic will 
XB in the "Equipment Required" column 

of this SOURCEBOOK. 
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THE FUTURE 

Z G P A S 5 - 3 2 C om pute r S y stem (by Alternative Engineering) 

'dee pages 61 tnru 64 tor the latest details on the Z— Grass System, 

This system with its unique graphics capability will be the premier graphics 
system tor the next tew years. It will allow the non-prof essi onal pr ogrammer 
to produce arcade quality games and unexcelled graphics in a system that 
costs under '£1000, 

System wi 1 1 
Required" column 



c . -'-grams or Hardware that require use of Z —Grass 
be coded with a ZG in the "Equipment 
in the Index Section of this SOURCEBOOK. 
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Alphabetized Software Index 

Number o7 Equ i pmen t 



Title 


YR 


Tvpe PI avers 


Required Source 


Paoe 


A Pew Wei 1 Aimed POKES 


83 


Tutorial , XB 




XB 


ARC 


E 


24 


AB-BB Differences 


82 


Tutorial 




88,AB 


ARC 


E 


15 


AB Circuit Layout 


82 


Mi sc. 




AB 


ARC 


E 


14 


Acey Ducey 




Game, Casino 


1-4P 


Cartridge 5002 


AC I 


F 


2 


Air Raid 


81 


Game, Mar 


IP 


BBorAB, 1H 


LMS 


G 


10 


At chemi symmetrical 


81 


Graphics 




BB 


ARC 


E 


10 


A1 i en 


82 


Game, Space 


IP 


BB, 1H 


ARC 


E 


14 


Alien Invasion 


82 


Game , Skill 


IP 


AB, IH 


LMS 


G 


18 


Amazed in Space 


79 


Game, Maze 


IP 


BB, IH 


ARC 


E 


3 


Amazing Maze 




Game, Maze 


i-2P 


Cartridge 5001 


AC I 


F 


2 


Analog ClocK 


83 


Time, Clock 




8B,A8 


ARC 


E 


20 


Analog NonDigital ClocK 


81 


Time, Clock 




BBorAB 


GMC 


G 


15 


Anal og<Nondigi tal ) Cl ocK 


81 


Time 




BB 


ARC 


E 


12 


Arcade Dice 


79 


Game, Casino 


1-4P 


BB, 1-4H 


ARC 


E 


5 


ARCADIAN Sampler 


80 


Graph i cs 




BB 


ARC 


E 


0 


Art Show 


82 


Graphics 




AB 


tA 


G 


38 


Arti 1 tery Duel 


80 


Game, Mar 


2P 


BB,2H 


ARC 


E 


7 


Arti 1 1 ery Duel 




Game, Mar 


1-2P 


Cartridge 5005 


AC I 


F 


2 


ASCII Values, 2-Let .Var. 


83 


Tutorial , Beginner 




AB 


ARC 


E 


21 


ASTROVISION Editor 


81 


Tutorial 




AB 


ARC 


E 


13 


Astro Battle 




Game, Space 


IP 


Cartridge 2009 


AC I 


F 


1 


Astro Slot 


81 


Game, Casino 


IP 


AB 


SS 


G 


32 


ASTRO ZAP *180 


82 


Game , Skill 


1-4P 


BBorAB, I-4H 


ARC 


E 


10 


Astrocade Pinball 




Game , Skill 


1-4P 


Cartridge 3005 


AC I 


F 


2 


Astro-Zap! ! ! 


81 


Game , Skill 


1-4P 


BBorAB, 1-4H 


GMC 


G 


15 


Astro'Terror 


82 


Game , Skill 


IP 


AB, IH 


tA 


G 


37 


Atom Smasher 


81 


Game, Strategy 


2P 


BBorAB, 2H 


LMS 


G 


17 


Attack 


79 


Game, Chase 


IP 


BB, IH 


ARC 


E 


5 


Attack 


82 


Game , Hun t 


IP 


BB,AB 


ARC 


E 


19 


Ayatollah Dart Board 


80 


Game , Skill 


IP 


BBorAB, IH 


LMS 


6 


17 


Bach's IS 2pt Invent. 


80 


Music, 3-voice 




BBorAB 


GMC 


G 


14 


Backgammon 


8i 


Game, Board 


IP 


BBorAB 


MM 


G 


43 


Sac k gr ou n d/For egr ou n d 


80 


Tutorial 




BB 


ARC 


E 


8 


Bagel s 


79 


Game, Logic 


IP 


B8 


ARC 


b. 


6 


BALLY ARCADE Ragtime 


80 


Music, 3-voice 




BBorAB 


GMC 


G 


14 


BALLY BASIC Tape Side A 


83 


Games, Sampler 


IP 


BB, IH 


ARC 


E 


22 


BALLY BASIC Tape Side B 


83 


Games, Sampler 


IP 


BB, IH 


ARC 


E 


22 


BALLY BASIC Text Area 


79 


Tutorial 




BB 


ARC 


E 


4 


BALLY BASIC Translations 


79 


Tutorial 




BB 


ARC 


E 


4 


BALLY Black Box 


81 


Game, Logic 


1-4P 


BB, 1-4H 


ARC 


E 


12 


BALLY Christmas Card 


82 


Graphics, Art 




BB.AB 


ARC 


E 


18 


BALLY 500 


81 


Game , Skill 


2-3P 


BB, 1-2H 


ARC 


E 


10 


Bangman 


79 


Game, Word 


2P 


BB, IH 


ARC 


E 


3 


Barracade 


81 


Game, Skill 


IP 


AB 


SS 


G 


33 


Base Conversion 


80 


Utility 




BB 


ARC 


E 


8 


Basebal 1 


82 


Game, Sport 


2P 


BBorAB , 2H 


ARC 


E 


18 


Basebal 1 




Game, Sport 


2P 


Cartridge 3001 


AC I 


F 


1 


Batting Average 


83 


Math, Personal 




AS 


ARC 


E 


23 


Battleship 


82 


Game, Mar 


2P 


BBorAB, 2H 


ARC 


E 


17 


Bea tie Quiz 


81 


Educational 


IP 


AB 


SS 


G 


33 


beep! 


83 


Game , Skill 


IP 


AB 


tA 


G 


39 


Beginning Programming 


79 


Tutorial 




BB 


ARC 


E 


3 


BIBLE Quiz 


80 


Educational 


2P 


BB 


ARC 


E 


6 


Big City SI ick 


82 


Game, Educational 


1-4P 


BBorAB 


EL 


G 


5 


Bingo 


80 


Game, Board 


IP 


BB, IH 


ARC 


E 


6 


Bingo Math 




Educational , Math 


2P 


Cartridge 4001 


AC I 


F 


2 


Biorhythm 




Personal 




Cartridge 4004 


AC I 


F 


2 


Biorhythm I 


79 


Personal 




BB 


ARC 


E 


5 


Biorhythm II 


80 


Personal 




BB 


ARC 


E 


6 


Biorhythms 


83 


Personal , Educational 


B8,AB 


ARC 


E 


24 


B1 ackbox 


79 


Game, Logic 


IP 


BB 


ARC 


E 


4 


Blackjack 


83 


Game, Casino 


IP 


BB,AB, IH 


ARC 


E 


21 


Blackjack 




Game, Casino 


1-4P 


Cartridge 5082 


AC I 


F 


2 


Black Hole 


80 


Game, Space 


IP 


BB 


ARC 


E 


7 


Black Lagoon 


81 


Game, Maze 


IP 


BBorAB, IH 


LMS 


G 


10 


B1 astDroids 


83 


Game, Skill 


1-2P 


Car tr i dge 


EL 


G 


13 


Bombard i er 


81 


Game, Mar 


IP 


BBorAB, IH 


LMS 


G 


10 


Bomb Squad 


82 


Game, Strategy 


IP 


BBorAB 


EL 


6 


10 


Boo 


81 


Graphics 




BB 


ARC 


E 


13 


Boolean Logic 


83 


Tutorial, Beginner 




BB ,AB 


ARC 


E 


24 


BOTS 


80 


Game, Chase 


IP 


BB, IH 


ARC 


L 


8 


Bowl a Rama 


80 


Game, Sport 


2P 


BB,2H 


ARC 


E 


7 


Bowling Secretary 


81 


Business 




AB 


NI 


G 


25 


BOX-LINE Subroutines 


83 


Tutorial , Beginner 




BB,AB 


ARC 


E 


21 


BR PLAY '/.< ) Command 


83 


Tutorial, Blue Ram 




BR 


ARC 


E 


23 


BR Printer Functions 


83 


Uti 1 i ty, Printer 




BR 


ARC 


E 


23 


BR Programming 


80 


Tutorial 




BB.BR 


ARC 


E 


9 
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Equipment 

Required 


Page C 

Source _ 


Z 

Paoe 


BR Util i t y 3.2 


83 


Product Review 




BR 




ARC 


E 


23 


Brick N' the Mai 1 


82 


Qame , Skill 


IP 


BBorAB, 1H 




ARC 


E 


14 


Br i ckyard 




Game, Skill 


1-4P 


Cartridge 


2004 


ACI 


F 


1 


Budget Morksheet *180 


82 


Business 




BB 




ARC 


E 


14 


Cartridge Conversion 


82 


Tutorial 




BB,AB 




ARC 


E 


14 


Cartridge Swapping II 


82 


Tutorial 




BB,AB 




ARC 


E 


15 


Cartridge Swapping III 


82 


Tutorial 




BB,AB 




ARC 


E 


14 


Castle of Horror 


82 


Game, Skill 


IP 


AB, 1H 




MM 


G 


43 


Catch the Bomb 


82 


Game, Skill 


1-4P 


AB, 1-4H 




NI 


G 


24 


Catchem 


82 


Game , Skill 


2P 


BBorAB, 2H 




ARC 


E 


14 


Character Analysis 


82 


Game , Skill 


IP 


AB, 1H 




MM 


G 


43 


Char. Size tt Print Loc . 


79 


Tutorial , Graphics 




BB 




ARC 


E 


3 


Checkers I 


79 


Game, Board 


iP 


BB 




ARC 


E 


2 


Checkers II 


79 


Game, Board 


IP 


BB 




ARC 


E 


5 


Chord Progressions 


82 


Educational, Music 




BBorAB, 1H 




MM 


G 


43 


CHRDIS I 


82 


Tutorial , Advanced 




AB 




ARC 


E 


18 


CHRDIS II 


82 


Tutorial, Advanced 




AB 




ARC 


E 


19 


CHRDIS III 


83 


Tutorial, Advanced 




AB 




ARC 


E 


20 


Chuck-A-Luck 


82 


Game, Casino 


IP 


AB,KP 




NI 


G 


24 


Circle Plotter 


81 


Graphics 




BB 




ARC 


E 


9 


Circl es 


81 


Graphics 




BB 




ARC 


E 


11 


Ci tadel 


82 


Game , Skill 


1-2P 


BBorAB, 1-2H 


ARC 


E 


18 


Claim Jumper 


81 


Game, Strategy 


1-5P 


BBorAB, 1-5H 


LMS 


G 


14 


Cl austrophobi a 


82 


Game, Maze 


1-4P 


AB, 1-4H 




NI 


G 


24 


Clock 


79 


Time 




BB 




ARC 


E 


2 


Cl owns 




Game , Skill 


1-4P 


Cartridge 


2004 


ACI 


F 


1 


Clue 


80 


Game, Logic 


1-4P 


BBorAB, KP 




I’M 


G 


43 


Code 


80 


Educational 




BB 




ARC 


E 


8 


Code-Decode 


81 


Game, Logic 




BB 




ARC 


E 


13 


Collision Course 


82 


Game , Skill 


1-4P 


AB, 1-4H 




MM 


G 


43 


Collision Course 


82 


Game , Skill 


1-4P 


XB.XM, I-4H 


MM 


G 


44 


Color Chart 


81 


Graphics 




BB 




ARC 


E 


10 


Color Monitor Circuit 


82 


Project 




BB,AB 




ARC 


E 


15 


Color Selector 


82 


Graphics, Utility 




BBorAB, 1H 




ARC 


E 


18 


Col umns 


82 


Game, Logic 


IP 


BB 




ARC 


E 


14 


Compound Interest 


81 


Business 




BB only 




ARC 


E 


12 


Computer Crochet 


82 


Graphics, Art 




BBorAB 




ARC 


E 


14 


Connect Four I 


80 


Game, Logic 


2P 


BB,2H 




ARC 


E 


4 


Connect Four II 


80 


Game, Logic 


1-2P 


BB, I-2H 




ARC 


E 


8 


Control 30 


83 


Game, Space 


IP 


AB, 1H 




ARC 


E 


23 


Cosmic Raiders 


83 


Game, Space 


1-4P 


Cartridge 




ACI 


F 


2 


Cosmic Saucer Battle 


81 


Game, Space 


1-2P 


BBorAB, 1-2H 


LMS 


G 


14 


Cosmic Zap 


81 


Game, Space 


IP 


AB 




SS 


G 


33 


Count the Dots 


80 


Game , Skill 


IP 


BB, 1H 




ARC 


E 


8 


Coyote-Road Runner 


81 


Game , Skill 


2P 


BBorAB, 2H 




LMS 


G 


17 


Crazy Ball (Two in One) 


80 


Game , Skill 


IP 


BBorAB, 1H 




LMS 


G 


17 


Creating Spec. Graphics 


81 


Tutorial , Graphics 




BB 




ARC 


E 


11 


Crossfire 


82 


Game , Skill 


IP 


AB, 1H 




SS 


G 


34 


Crosswords 




Game, Mord 


1-4P 


Cartridge 


4002 


ACI 


F 


2 


Crown of Zeus 


82 


Game , DftiD 


IP 


AB only 




ARC 


E 


18 


Cruncher 


82 


Game , Skill 


IP 


AB 




tA 


G 


37 


Cr yp t -O-Gr ams 


82 


Game, Logic 


2P 


BB 




ARC 


E 


14 


Daredevi 1 


81 


Game, Race 


IP 


BB, 1H 




ARC 


E 


12 


Darts 


82 


Game, Skill 


1-2P 


BBorAB, 1-2H 


ARC 


E 


17 


Data Storage 


79 


Tutorial 




BB 




ARC 


E 


2 


Day of Meek Sc Calendar 


80 


Time 




BB 




ARC 


E 


9 


Defender II 


83 


Game, Space 


IP 


BB,AB, 1H 




ARC 


E 


22 


-Defense Force 


82 


Game , Skill 


IP 


AB 




SS 


G 


34 


^Defuse 


81 


Game, Hunt 


IP 


BB, 1H 




ARC 


E 


10 


Demolition Derby 




Game, Skill 


i-4P 


Cartridge 


2014 


ACI 


F 


1 


Digital Couch 


81 


Game, Personal 


IP 


BB 




ARC 


E 


10 


Distance between 2 Pts 


79 


Math 




BB 




ARC 


E 


4 


Dodgem 




Game, Skill 


IP 


Cartridge 


2001 


ACI 


F 


1 


Dog Racing 


81 


Game , Spor t 


1-4P 


AB 




SS 


G 


32 


Dogpatch 




Game, Skill 


2P 


Cartridge 


2010 


ACI 


F 


1 


Dungeons of Dracula 


82 


Game, Adventure 


1-4P 


AB 1-4H 




MM 


G 


43 


Dungeons of Dracula 


82 


Game, Adventure 


1-4P 


BR,XB, 1-4H 


MM 


G 


44 


DfcD Speedway 


82 


Game , Skill 


IP 


BB, 1H 




ARC 


E 


14 


Elect. Visual . Center 


80 


Graphics 




BB 




ARC 


E 


5 


Escape From Rantanam IV 


82 


Game, DftiD 


IP 


AB 




TJ 


G 


40 


Expanded Music Program 


83 


Music, 3-voice 




AB 




BE 


G 


7 


Ex i tors Revenge 


82 


Game, Space 


IP 


AB, 1H 




LMS 


G 


20 


Exterminator 


82 


Game , Skill 


IP 


AB, 1H 




ARC 


E 


17 


Extended Memory 


83 


Product Review 




XB 




ARC 


E 


24 


Extended Memory 


83 


Product Review 




XB 




ARC 


E 


24 


Fal 1 ing Stars 


81 


Game, Skill 


IP 


AB 




SS 


G 


34 


File Search 


80 


Tutorial , Utility 




BB only 




ARC 


E 


9 
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File Search 
Find YOGI 
Fireworks 
Fishin' Hole 
FI ying Ace 
Flying Ace 
Footbal 1 
Footbal 1 
Force Field 
Frequencies 
Frog 

Frog Leap 

Frogway 

Fudd 

G.C.F. and L.C.M. 

Galactic Invasion 

Galactic Mar 2802 

Gamma Mars 

Garbersvi 1 1 e 

General Video Assembler 

Getting most out of 1888 

Getting Things Togather 

Ghost Fleet *108 

Gobbi era 

Gobbi ers 

Golf 

Golf 

Golf 

Grand Prix 

Grandfather Clock 

Graphic Character Maker 

Graphic Program 

Gr aph i c s Assemb 1 er 

Sraphix Tablet Simulator 

Great American Jigsaw 

Guess Five 

Guitar Course 

Guitar Course (Tuning) 

Gyro 

Halloween Ghost 
Hamurabi 
Handbal 1 
Hangman I 
Haunted House 
Hel lo Dol ly 
Hex Poker 
Hex to Decimal 
Hockey 

Home Budget Keeper 
Horizontal Scrolling I 
Horizontal Scrolling II 
Horse Race 
Horse Race 
Horserace 

How to use String Arrays 
Hustl e! 

Hybrid Programs 

If Statements 

If Statements 

IF,P*ID,OR Explanation 

Interupt Routine 

Invisible Mar 

I/O Switch 

Jekyl it Hyde 

Keno II 2.0 

Knockout 

L.T. 

Laser Battle 
Laser Evader 
Lazer Blazer 
Letter Match 
Life 

LINE Numbers 

LINE Numbers 1 1 

Line Statements 1 by 1 

Locksmith *108 

Logo 



83 Tutorial , Utility 
82 Game, Hunt 

82 Graphics 

83 Game, Sport 
88 Game, Mar 

80 Game, Mar 
Game, Sport 

81 Game, Sport 

82 Game, Skill 
79 Sound 

82 Game , Skill 

83 Game , Skill 
82 Game , Skill 
82 8am< 
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Ski 1 I 

83 Math, Educational 
Game, Space 
88 Game, Space 
82 Game , Skill 

82 Game , Skill 

83 Machine Language 

83 Tutorial , Intermediate 
83 Tutorial , Beginner 
83 Game, Space 
81 Game, Skill 
83 Game , Skill 
81 Game, Sport 
83 Game, Sport 
83 Game, Sport 
Game , Skill 
81 Time, Graphics 

81 Graphics, Utility 

82 Graphics 

80 Graphics, Utility 
82 Graphics 
82 Game, Educational 

81 Game, Logic 
80 Educational , Music 
88 Educational , Music 

82 Game , Skill 
80 Graphics 

80 Game, Economic 
Game, Sport 

79 Game, Mord 

81 Game, Adventure 
79 Music 

81 Utility 

79 Utility 
Game , Spor t 

82 Business 
82 Tutorial 

82 Tutorial 

80 Game, Sport 
80 Game, Sport 

80 Game, Sport 

83 Tutorial, Beginner 

8 1 Game , Skill 
80 Tutorial 
79 Tutorial 
79 Tutorial 

79 Tutorial 

80 Utility 

81 Game, Space 

82 Project 

82 Game, Maze 
81 Game, Casino 
8 1 Game , Skill 

83 Game , Skill 

81 Game, Skill 

82 Game, Space 

83 Game, Space 
Game, Memory 

82 Graphics, Simulation 
82 Tutorial 

82 Tutorial 

83 Util i ty, Aid 
83 Game, Logic 
79 Graphics 



AB 
IP AB 
AB 

IP BB.AB.1H 
1-2P BBorAB 

1- 2P BR,XM 

2- 4P Cartridge 3082 
1-2P AB 

IP AB.1H 
8B 

IF BBorAB, 1H 
1-2P AB, 1-2H 
1-4P AB, 1-4H 
IP 3B only 
IP AB 

1-4P Cartridge 2011 
IP BBorAB, 1H 
1-2P AB 
IP BBorAB 
AB ,XM 
BB.AB 
BB,AB 
IP AB, 1H 
2P BB.2H 
2P BB.AB, 2H 
1-4P BB.1-4H 
1-4P XB onty,BR,l-4H 
1—4P XB, 1<4K,BR 
1-4P Cartridge 2014 
BB 
BB 
BB 
BB 

BR.VS.XB.IH 
1-2P BBorAB 
IP BBorAB, KP 
BBorAB 
BBorAB 
IP AB 
BB 

IP BB,KP 

1-4P Cartridge 3081 
2P BB, 1H 
IP BBorAB ,KP 
BB 
BB 
BB 

2P Cartridge 3001 
AB only 
AB 
AB 

I-4P 68, 1-4H 
1-4P BBorAB, KP 
1-4P B8,KP 
8B,AB 
IP AB 
BB.BR 
BB 
B8 
BB 
BB 

IP BB, 1H 
AB 

2P AB.2H 
IP 88, 1H 
IP AB, 1H 
1-4P AB, 1— 4H 
1-2P AB 

IP BBorAB, 1H 
IP AB, 1H 

1-4P Cartridge 4002 
BBorAB 
AB 
AB 

BB.AB 
IP AB, 1H 
BB 



ARC 
ARC 
tA 
ARC 
MM 
MM 
ACI 
SS 
SS 
ARC 
ARC 
ARC 
NI 
ARC 
ARC 
ACI 
LMS 
tA 
EL 
NI 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
NI 
ACI 
ARC 
ARC 
ARC 
ARC 
ARC 
EL 
NI 
l+i 
MM 
SS 
ARC 
ARC 
ACI 
ARC 
NI 
ARC 
ARC 
ARC 
ACI 
GMC 
ARC 
ARC 
ARC 
MM 
ARC 
ARC 
SS 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
SS 
MM 
SS 
ARC 
ARC 
ACI 
GMC 
ARC 
ARC 
ARC 
ARC 
ARC 



Paoe 



22 

18 

38 

22 

43 

44 
1 

32 



G 35 
E 4 



13 

23 

25 

15 

21 

1 

17 



G 38 
G 10 



25 

21 

22 

22 

13 
20 
10 
21 
25 

1 

10 
1 1 

14 
8 

17 

9 

24 

43 



G 43 
G 35 



E 

E 

F 

E 

G 

E 

E 

E 

F 

G 

E 

E 

E 

G 

E 

E 

G 

E 

E 

E 

E 

E 

E 

E 

E 

E 

G 

G 

G 

E 

E 

F 

G 

E 

E 

E 

E 

E 



8 

6 

1 

5 

24 

5 

11 

2 

1 

15 

17 

17 

9 

43 

9 

22 

34 

8 

3 

3 

2 

9 

12 

13 

15 
12 
36 
43 
34 

16 
22 

2 

15 

16 
17 
20 
24 

5 



j 

0 
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Lookout -for the Bull I 


81 


Game, Skill 


1-4P 


BBorAB, 1H 


MM 


G 


43 


Lookout for the Bull II 


81 


Game , Skill 


1-4P 


BBorAB, 1H 


MM 


G 


43 


L-I Reverse Box Set 


82 


Graphics, Art 




BBorAB 


ARC 


E 


16 


Machine Code Programming 


82 


Revi ew 




BBorAB, MLM 


ARC 


E 


16 


Machine Language Monitor 


82 


Review 




BBorAB, MLM 


ARC 


E 


14 


Machine Language Monitor 


82 


Review 




BBorAB, MLM 


ARC 


E 


14 


Maigic Register 


82 


Tutorial , Graphics 




B8 


ARC 


E 


14 


Mastermind I 


88 


Game, Logic 


IP 


8B 


ARC 


E 


7 


Mastermind II 


88 


Game, Logic 


IP 


BB 


ARC 


E 


9 


Match 


81 


Game, Board 


1-2P 


BB 


ARC 


E 


12 


MAX (Robot from Space) 


82 


Game, Space 


IP 


BBorAB, 1H 


WM 


G 


43 


Maze Race 


88 


Game, Maze 


2P 


BBorAB , 2H 


MM 


G 


43 


Maze-A-Matic 


81 


Game, Maze 


IP 


AB 


SS 


G 


32 


Memory Addressing 


79 


Tutorial 




B8 


ARC 


E 


4 


Memory Con ten ts-Binary 


79 


Utility 




BB 


ARC 


E 


2 


Memory Contents-Hex 


79 


Utility 




BB 


ARC 


E 


3 


Memory Display 


79 


Utility 




BB 


ARC 


E 


3 


Memory Doodle 


81 


Graphics 




BB 


ARC 


E 


11 


Memory Map of AB Vari . 


83 


Utility 




AB 


ARC 


E 


28 


Memory Tutorial I 


79 


Tutorial 




BB 


ARC 


E 


6 


Memory Tutorial II 


88 


Tutorial 




BB 


ARC 


E 


6 


Memory Tutorial III 


88 


Tutorial 




BB 


ARC 


E 


7 


Memory Tutorial IV 


88 


Tutorial 




BB 


ARC 


E 


7 


Meteoroi d 


82 


Game , Skill 


I-2P 


BBorAB, 1-2H 


LMS 


G 


16 


Mi crotrek 


79 


Game, Space 


IP 


BB 


ARC 


E 


4 


Mind Bender 


82 


Game, Logic 


1-4P 


BBorAB, 1-4P 


LMS 


G 


16 


Mini Golf 


82 


Game , Skill 


1-4P 


BBorAB 


EL 


G 


9 


Mi ssi 1 e 




Game, Mar 


1-2P 


Cartridge 2882 


ACI 


F 


1 


Missile Attack 


81 


Game , Skill 


IP 


AB 


SS 


G 


33 


Missile Defense 


82 


Game, Skill 


IP 


BBorAB, 1H 


NI 


G 


24 


Mission Impossible 


81 


Game, Strategy 


IP 


BBorAB, 1H 


LMS 


G 


13 


Monitor Connection 


83 


Proj ect 




BB,AB 


ARC 


E 


23 


Monkey Jump 


82 


Game, Skill 


1-4P 


AB, 1-4H 


WM 


G 


43 


Monkey Jump 


82 


Game , Skill 


1-4P 


XB,XM, 1-4H 


MM 


G 


44 


Monthly Loan Program 


88 


Business 




BB 


ARC 


E 


5 


More Art Prog. G III 


83 


Graphics, Demo 




BB.AB 


ARC 


E 


18 


More Blue Ram BASIC 


81 


Tutorial 




BB 


ARC 


E 


18 


Morse Code 


88 


Educational 




BB 


ARC 


E 


8 


Motherboard Modification 


81 


Project 




BB 


ARC 


E 


11 


Mouse in the Hat 


88 


Game, Logic 


IP 


BBorAB, 1H 


MM 


G 


43 


Ms Candyman 


83 


Game, Skill 


1-4P 


AB, 1-4H 


LMS 


G 


22 


Ms Candyman 


83 


Game, Skill 


1-4P 


Cartridge 


LMS 


G 


23 


Mul ti-processing 


88 


Tutorial 




BB 


ARC 


E 


9 


Music Composer 


88 


Music 




BBorAB, 1H 


MM 


G 


43 


Music Processor Commands 


83 


Tutorial , BR, Music 


BR 


ARC 


E 


24 


Music Synthesizer Pt 1 


79 


Tutorial , Music 




BB 


ARC 


E 


3 


Music Synthesizer Pt 2 


79 


Tutorial , Music 




BB 


ARC 


E 


4 


Music <3-voice> 


88 


Music 




BB 


ARC 


E 


7 


Musical Staff 


81 


Music 




BB 


ARC 


E 


18 


Mystery Maze 


81 


Game, Skill 


IP 


AB 


SS 


G 


34 


Name and Nicomachus 


88 


Game , Number 


IP 


BB 


ARC 


E 


7 


Nam-Cap 


83 


Game , Skill 


1-4P 


AB 


NI 


G 


25 


Nauti lus 


82 


Game, Space 


IP 


AB, 1H 


LMS 


G 


21 


New Graphic Char. Maker 


81 


Graphics, Utility 




BB, 1H 


ARC 


E 


13 


New Music Program 


81 


Tutorial , Music 




BB 


ARC 


E 


13 


New Sound 


83 


Tutorial , Sound 




AB 


ARC 


E 


28 


New Subsearch 


81 


Game, Mar 


IP 


BB, 1H 


ARC 


E 


12 


Night Raid 


82 


Game, Mar 


IP 


BBorAB, 1H 


ARC 


E 


13 


Nim 


81 


Game, Logic 


1-2P 


BB, 1-2H 


ARC 


E 


11 


Note Match 


88 


Game , Music 


IP 


BBorAB, 1H 


MM 


G 


43 


Nuclear Math 


81 


Educational , Game 




BB 


ARC 


E 


13 


Number Match 


79 


Game , Number 


IP 


BB 


ARC 


E 


5 


Obstacle Course 


88 


Game, Maze 


IP 


BBorAB, 1H 


Mi 


G 


43 


Old Bent Nose 


81 


Game, Board 


2P 


BB,2H 


ARC 


E 


12 


Old Glory 1982 


82 


Graphics 




BBorAB 


ARC 


E 


16 


Omega Valley 


82 


Game, Skill 


IP 


AB, 1H 


tA 


G 


37 


One Man Bowl i ng 


82 


Game , Spor t 


IP 


BBorAB, 1H 


ARC 


E 


17 


Orbi t Demo 


81 


Tutorial, Game 


IP 


BB, 1H 


ARC 


E 


13 


Overcoming Loading Prob. 


82 


Tutorial 




AB 


ARC 


E 


17 


0-Jell o 


88 


Game, Logic 


IP 


BB, 1H 


ARC 


E 


6 


O-Jel loll 


82 


Game, Logic 


I-2P 


XB only 


ARC 


E 


19 


Pack-Rat I 


81 


Game, Skill 


IP 


BBorAB, 1H 


Mi 


G 


43 


Pack-Rat II 


81 


Game , Skill 


IP 


BBorAB, IH 


Mi 


G 


43 


Panzer Attack 




Game , War 


1-4P 


Cartridge 2883 


ACI 


F 


1 


PEEK and POKE OO 


83 


Tutorial , Beginner 




AB 


ARC 


E 


24 


Perversion 


88 


Game, Logic 


1 -6P 


BBorAB, 1H 


MM 


G 


43 


Phantom Starfighters 


81 


Game, Space 


1-2 P 


BBorAB, 1-2H 


LMS 


G 


16 
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Pick-Six Keno 


82 


Game, Casino 


IP AB, IH 


SS 


G 


36 


Pirate'* Chase 




Game, Chase 


i-2P Cartridge 20 IS 


AC1 


F 


1 


Plain BASIC TalK 1 


82 


Tutorial, Intermediate SB, AS 


ARC 


E 


18 


Plain BAS I C TalK 2 


32 


Tutorial, Intermediate BB,AB 


ARC 


E 


19 


Plain BASIC TalK 3 


83 


Tutorial, Intermediate 8B,A8 


ARC 


E 


20 


Plain BASIC Talk 4 


82 


Tutorial , Intermediate BB,AB 


ARC 


E 


24 


Poker 




Game, Casino 


I-4P Cartridge 5082 


AC I 


F 


2 


Pol o 


82 


Game, Dice 


2P BBor AB , 2H 


ARC 


E 


16 


Pool 


81 


Game , Spor t 


IP BB.1H 


ARC 


E 


11 


Popeye the Sailor 


79 


Music 


BB 


ARC 


E 


5 


Pre-Tutorial Pixels 


81 


Tutorial, Graphics 


BB 


ARC 


E 


11 


Printing with AS 


82 


Tutorial, Application 88, AB 


ARC 


E 


19 


Product Review 


83 


Review 


XB 


ARC 


E 


24 


Programming Tech, I 


81 


Tutorial 


BB 


ARC 


E 


10 


Programming Tech. II 


81 


Tutorial 


BB 


ARC 


E 


10 


Program Analysis 


83 


Tutorial, Intermediate BB,AB 


ARC 


E 


23 


Program Analysis 


83 


Tutorial , Intermediate BB,AB 


ARC 


E 


24 


Program Title fa Instr. 


89 


Tutorial 


BB 


ARC 


E 


9 


Pro Bowl 


82 


Game , Spor t 


2P BB, IH,KP 


ARC 


E 


14 


PX Function 


79 


Tutorial 


BB 


ARC 


E 


4 


Quadron 


82 


Game, Strategy 


IP BBorAB, 1H 


ARC 


E 


15 


Quadron 


82 


Game, Strategy 


IP BSorAB, 1H 


tA 


6 


37 


Quadron Instructions 


32 


Game, Instruction 


IP B8or AB , 1H 


ARC 


E 


15 


Questions? 


33 


Owner Questions 


Al 1 


ARC 


E 


20 


Quickdraw 


81 


Game , Skill 


1-2P BBorAB, 1-2H 


NI 


G 


24 


R fa L Memory Expansion 


83 


Hardware Review 


XM 


ARC 


E 


20 


Random Art 


79 


Graphics 


B8 


ARC 


E 


3 


Random Numbers, Loops 


83 


Tutorial, Beginner 


BB ,AB 


ARC 


E 


20 


Reactor 


82 


Game , Skill 


2P AB,2H 


SS 


G 


36 


Rebound $190 


81 


Game , Skill 


IP BB, 1H 


ARC 


E 


12 


Recording in AB 


83 


Tutorial, Application AB 


ARC 


E 


19 


Red Baron 




Game, War 


2P Cartridge 2003 


ACI 


F 


1 


Rescue Air Drop 


81 


Game , Skill 


IP BBorAB, 1H 


LMS 


G 


17 


Rescue of Catherine 


82 


Game, DfaD 


IP AB 


TJ 


G 


40 


Resequencing 


79 


Utility 


BB 


ARC 


E 


4 


Reverse 


79 


Game, Logic 


IP BB, 1H 


ARC 


E 


2 


Reverse 


81 


Game, Educational 


IP AB 


SS 


G 


33 


River City Gambler 


81 


Game, Casino 


1-5P BBorAB, 1-4H 


LMS 


G 


16 


Road Toad 


82 


Game , Skill 


IP AB 


EL 


G 


11 


Robot Alert! 


81 


Game , Skill 


IP AB 


SS 


G 


33 


Robothon 


82 


Game, Skill 


IP AB, 1H 


SS 


G 


36 


Runaround 


82 


Game , Skill 


IP AB, 1H 


SS 


G 


36 


Safe Area for POKES 


83 


Tutorial, Blue Ram 


BR 


ARC 


E 


21 


Saucer Attack 


82 


Game, Space 


IP BBorAB, 1H 


NI 


G 


24 


Saucer Battle 


79 


Game, Space 


1-2P BB, 1-2H 


ARC 


E 


5 


Screen Operation 


79 


Tutorial 


BB 


ARC 


E 


2 


Screen Printer 


82 


Interface 


BB.TRS LP VII 


ARC 


E 


16 


Screen Ram Word Proc . 


82 


Word Processor 


BB 


GMC 


G 


15 


Scrolling III 


83 


Tutorial , Utility 


AB 


ARC 


E 


22 


Search and Destroy 


89 


Game, Logic 


IP BBorAB, IH 


LMS 


G 


16 


Seawol f 




Game, War 


1-2P Cartridge 2002 


ACI 


F 


1 


Secret of Pelluctiar 


82 


Game, Maze 


1-2P AB, 1-2H 


LMS 


G 


19 


Serial and Parallel 


80 


Tutor i al 


BB 


ARC 


E 


7 


Short Program Selection 


81 


Graphics, Math 


BB 


ARC 


E 


10 


Shutbox 


83 


Game, Dice 


1-4P AB, 1-4H 


ARC 


E 


24 


Sicko-Therapy I 


82 


Game, Party 


1-?P BBorAB , KP 


NI 


G 


24 


Sicko-Therapy II 


82 


Game, Party 


1-?P BBorAB , KP 


NI 


G 


24 


Simon 


79 


Game, Logic 


IP BB, IH 


ARC 


E 


2 


Simon Says 


81 


Game , Memory 


IP AB 


SS 


G 


33 


Sinfona to Cantata 


82 


Music, 3-voice 


AB on 1 y 


GMC 


G 


14 


Sink the U-Boat 


81 


Game, War 


IP BBorAB, IH 


LMS 


G 


17 


Ski Slop* 


82 


Game , Spor t 


IP AB 


EL 


G 


1 1 


Skunk 


81 


Game, Dice 


1-4P BBorAB, 1-4H 


NI 


G 


24 


SI oshed 


82 


Game , Skill 


1-4P AB.1-4H 


NI 


G 


25 


Slot Machine 


80 


Game, Casino 


IP BBorAB, IH 


WM 


G 


43 


Slot Machine I 


79 


Game, Casino 


IP BB, IH 


ARC 


E 


3 


Slot Machine II 


79 


Game, Casino 


1-2P BB, 1-2H 


ARC 


E 


5 


Slot Machine III 


80 


Game, Casino 


IP BB, lh 


ARC 


E 


7 


Slot Machine IV 


89 


Game, Casino 


IP BBorAB 


ARC 


E 


16 


Smack-Up 


81 


Game, Skill 


IP AB 


SS 


G 


33 


Snake 


82 


Game , Skill 


IP AB, IH 


SS 


G 


36 


Sneaky Snake 


83 


Game, Skill 


1-4P Cartridge 


NI 


G 


26 


SNAP and SHOW 


83 


Tutorial, Graphics 


AB 


ARC 


k. 


19 


SNAP and SHOW Update 


83 


Tutorial , Graphics 


AB 


ARC 


E 


21 


Sol ar Conqueror 


83 


Game, Space 


1-4P Cartridge 


ACI 


F 


2 


Sound Graph 


79 


Sound 


BB 


ARC 


E 


3 


Sound Variable Conver . 


83 


Tutor i al , Sound 


AB 


ARC 


E 


20 
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Number of Equipment 

Title YR Type Players Required Source Page 



Space Chase 


88 Game, Space 


IP 


BBorAB,KP 


WM 


G 


43 


Space Checkers 


81 Game, Strategy 


2P 


BBorAB,2H 


LMS 


G 


17 


Space Dock 


82 Game, Simulation 


IP 


AB 


SS 


G 


34 


Space Fortress 


Game, Space 


1-4P 


Cartridge 2012 


ACI 


F 


1 


Space Gauntlet 


82 Game, Skill 


IP 


BBorAB, 1H 


tA 


G 


37 


Space Sleuth 


81 Game, Adventure 


1-4P 


BBorAB, 1-4H 


LMS 


G 


17 


Space Spiders 


83 Game, Space 


IP 


AB, 1H 


ARC 


E 


23 


Space Guest 2001 


81 Game, Space 


IP 


BBorAB, 1H 


LMS 


G 


16 


Spacewar I 


79 Game, Space 


2P 


BB.2H 


ARC 


E 


4 


Spacewar II 


80 Game, Space 


IP 


8B, 1H 


ARC 


E 


6 


Speed Math 


Educational , Math 


IP 


Cartridge 4001 


ACI 


F 


2 


Speed Math 


80 Game, Math 


1-2P 


BBorAB, 1H 


WM 


G 


43 


Speed 0 Math 


80 Game, Math 


IP 


B8,KP 


ARC 


E 


9 


Spel 1 'N Score 


Game, Word 


1-4P 


Cartridge 4002 


ACI 


F 


2 


Spinning Wheel 


81 Game, Casino 


?P 


BB,?H 


ARC 


E 


11 


Spirals I 


80 Graphics 




BB 


ARC 


E 


7 


Spirals II 


80 Graphics 




BB 


ARC 


E 


8 


Square Root 


79 Math 




BB 


ARC 


E 


4 


Star Base 2800 


81 Game, Space 


IP 


BBorAB, 1H 


LMS 


G 


16 


Star Battle 


Game, Space 


1-2P 


Cartridge 2005 


ACI 


F 


1 


Star Cruiser 


82 Game, Space 


IP 


AB, 1H 


SS 


G 


36 


Star Siege 


82 Game , Skill 


IP 


AB, 1H 


ARC 


E 


17 


Starf ighter 


81 Game, Space 


IP 


BB, 1H 


ARC 


E 


13 


Starship ASTRO 


81 Game, Space 


IP 


AB 


SS 


G 


32 


Starship Command 


82 Game, Skill 


IP 


BBorAB 


EL 


G 


9 


Stranded on Rigel 5 *100 


82 Game, Space 


IP 


BB 


ARC 


E 


15 


Strategic Air Command 


8 1 Game , War 


IP 


BB, 1H 


ARC 


E 


11 


Sub Hunter 


81 Game, War 


IP 


BB, 1H 


ARC 


E 


11 


Subroutine 081 


83 Tutorial , Advanced 




BB,AB 


ARC 


E 


21 


Subroutines 


79 Tutorial 




BB 


ARC 


E 


4 


Subsearch 


88 Game, War 


IP 


BB 


ARC 


E 


8 


Super Craps 


81 Game, Casino 


1-4P 


AB 


SS 


G 


32 


Super Missile Attack 


82 Game, War 


IP 


AB, 1H 


SS 


G 


36 


Super Slot 


81 Game, Casino 


1-4P 


AB 


SS 


G 


32 


Super Smack -Up 


82 Game, Skill 


IP 


AB 


SS 


G 


33 


Surf Sounds and Crickets 


81 Sound 




BB 


ARC 


E 


9 


Swordf i gh t 


83 Game, Starter 


IP 


B8,AB,1H 


ARC 


E 


21 


Symmetrical Art 


81 Graphics 




BB 


ARC 


E 


12 


Tape Duplication Ckt 


82 Project 




BBorAB 


ARC 


E 


15 


Tape Loading 


81 Tutorial , Utility 




AB 


ARC 


E 


15 


Tape Loading Method 


81 Tutorial , Utility 




BB 


ARC 


E 


13 


Taping Memory 


80 Tutorial, Utility 




BB 


ARC 


E 


9 


TargettTrio of Games) 


80 Game , Skill 


IP 


BBorAB, 1H 


LMS 


G 


16 


Telling Time *100 


81 Time, Educational 


IP 


BB, 1H 


ARC 


E 


12 


Ten Pins 


82 Game, Sport 


1-4P 


BBorAB 


EL 


G 


10 


Tennis 


Game , Spor t 


2P 


Cartridge 3001 


ACI 


F 


1 


The Bit Fiddler Corner 1 


82 Monthly Column 




MLM 


ARC 


E 


19 


The Bit Fiddler Corner 2 


83 Monthly Column 




MLM 


ARC 


E 


19 


The Bit Fiddler Corner 3 


83 Monthly Column 




MLM 


ARC 


E 


22 


The Bit Fiddler Corner 4 


83 Monthly Column 




MLM 


ARC 


E 


23 


The CUBE *100 


82 Game, Logic 


IP 


BB,KP 


ARC 


E 


14 


The Fox and the Hare 


80 Game, Board 


2P 


BBorAB, 2H 


LMS 


G 


17 


The Game Player 


Software Review See all pages after 


ARC 


E 


16 


The Gate Escape 


83 Game, Skill 


1-4P 


AB, 1-4H 


WM 


G 


43 


The Gate Escape 


83 Game, Skill 


1-4P 


BR,XM 


WM 


G 


44 


The Incredible Wizard 


Game , Skill 


1-2P 


Cartridge 2017 


ACI 


F 


1 


The Mummy's Treasure 


81 Game, Board 


1-4P 


BBorAB, 1-4H 


LMS 


G 


17 


The Pits 


81 Game, Maze 


IP 


BB, 1H 


ARC 


E 


12 


Tic-Tac-Dough 


81 Game, Board 


IP 


AB 


SS 


G 


32 


Timecard Calculator 


82 Business 




BB only 


GMC 


G 


15 


Title Page 


83 Tutorial , Intermediate 


BB,AB 


ARC 


E 


21 


Top 5 Today 


82 Tutorial 




BB,AB 


ARC 


E 


15 


Touch Tone Simulate 


79 Sound 




BB 


ARC 


E 


3 


Tounament Obstacle Course 


■ 81 Game, Maze 


1-10P 


BBorAB, 1H 


Mf 


G 


43 


Tower of Hanoi 


81 Game, Puzzle 


IP 


BB, 1H 


ARC 


E 


10 


Tower of Machor 


82 Game, DfcD 


IP 


AB 


TJ 


G 


40 


Trapshoot 


83 Game , Spor t 


1-4P 


8B.AB, 1-4H 


ARC 


E 


21 


Treasure Cove 


83 Game, Skill 




Cartridge 


EL 


G 


12 


Twix t 


81 Game, Board 


IP 


BB, 1H 


ARC 


E 


11 


Two Bytes Worth 


82 Tutorial 




BBorAB 


ARC 


E 


17 


Using ASTR08ASIC Editor 


82 Tutorial 




AB 


ARC 


E 


17 


Variables. Screen Position82 Tutorial, Beginner 




BB,AB 


ARC 


E 


18 


Vindicator 


82 Game, Strategy 


IP 


AB 


tA 


G 


38 


Viper i an 


82 Game, Ski 1 1 


IP 


AB. 1H 


tA 


G 


37 


Wavemakers Music Keybo 


83 Music , 2 Voice 




AB, 1H 


ARC 


E 


20 


What is a Program, CX,CY 


82 Tutorial, Beginner 




BB,AB 


ARC 


E 


18 


Whiz Quiz (Trivia) 


82 Game, Quiz 


IP 


BBorAB 


1*W 


G 


43 
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Hi ldcat ter 

Word Hunt *100 

XB Character Display 

Yahtzee 

Yahtzee 

Zapper 

Zappi t 

IK Memory Addition 
2 Letter Music Maker 
30 Tic Tae Toe 
3-voice Music 
3-voice Music Assembler 
4D2 *100 

15 Puzzle 

27 ARCADE Xmas Songs 
280 22 ZAP 
2800 AD 

3159 or 3164 ROM 
« < HURRAY) 



Alphabe tized Software Inrl»» 

Number of Equipment 
-J-® -XKP9 Players Reoui r.H 



82 Game, Economic 

82 Game, Word 

83 Tutor i al , X8 
80 Game, Dice 
88 Game, Dice 
82 Game, Skill 

80 Game, Space 
82 Project 

82 Music 

81 Game, Board 

88 Tutorial, Music 

82 Music, 3-voice 
81 Graphics 

88 Game, Puzzle 
81 Music, 3-voice 
Game , Skill 
88 Game, Space 

83 Tutorial 



1-4P BBorAB 
1-4P BBorAB, 1H 
XB 

1-4P BB, 1-4H 
1-4P BBorAB, 1H 
IP AB 
IP BB, 1H 
BB 

AB, 1H 

2P BBorAB, 2H 
BB 

BBorAB 

BB 

IP BB, 1H 
BBorAB 

IP Cartridge 2881 
IP BB, 1H 
BS,AB 



Page C 7 
Source Pane 



83 Tutorial , Intermediate BB,AB 



EL 

ARC 

ARC 

ARC 

MM 

SS 

ARC 

ARC 

ARC 

LMS 

ARC 

GMC 

ARC 

ARC 

GMC 

ACI 

ARC 

ARC 

ARC 



18 

18 

22 

8 

43 

35 

6 

13 
17 
17 

7 

14 

13 
7 

14 
1 
6 

19 

22 
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Title 


Software Index bv Source 

Number of Equipment 
YR Type Players Required 


Page C 8 
Source 


P»o« 


Astrocad*. Inc. <ACI> 














Ac ey Ducey 


Game, Casino 


1-4P Cartridge 


5002 


ACI 


F 


2 


Amazing Maze 


Game, Maze 


1-2P Cartridge 


5001 


AC I 


F 


2 


Arti 1 1 ery Duel 


Game, War 


1-2P Cartridge 


5005 


ACI 


F 


2 


Astro Battle 


Game, Space 


IP Cartridge 


2009 


ACI 


F 


1 


Astrocade Pinball 


Game , Skill 


1-4P Cartridge 


3005 


ACI 


F 


2 


Basebal 1 


Game, Sport 


2P Cartridge 


3001 


ACI 


F 


1 


Bingo Math 


Educational, Math 2P Cartridge 


4001 


ACI 


F 


2 


Biorhythm 


Personal 


Cartridge 


4004 


ACI 


F 


2 


B1 acKjacK 


Game, Casino 


1-4P Cartridge 


5082 


ACI 


F 


1 


Brickyard 


Game , Skill 


1-4P Cartridge 


2004 


ACI 


F 


2 


Cl owns 


Game , Skill 


1-4P Cartridge 


2004 


ACI 


F 


2 


Cosmic Raiders 


Game, Space 


1-4P Cartridge 




ACI 


F 


2 


Crosswords 


Game, Word 


1-4P Cartridge 


4002 


ACI 


F 


2 


Demolition Derby 


Game , Skill 


1-4P Cartridge 


2014 


ACI 


F 


1 


Dodgem 


Game, Skill 


IP Cartridge 


2001 


ACI 


F 


1 


Dogpatch 


Game, Skill 


2P Cartridge 


2010 


ACI 


F 


1 


Footbal 1 


Game, Sport 


2-4P Cartridge 


3002 


ACI 


F 


1 


Galactic Invasion 


Game, Space 


1-4P Cartridge 


2011 


ACI 


F 


1 


Grand Prix 


Game, Skill 


1-4P Cartridge 


2014 


ACI 


F 


1 


Handbal 1 


Game , Spor t 


1-4P Cartridge 


3001 


ACI 


F 


1 


Hockey 


Game , Spor t 


2P Cartridge 


3001 


ACI 


F 


1 


Letter Match 


Game, Memory 


1-4P Cartridge 


4002 


ACI 


F 


2 


Missi 1 e 


Game, War 


1-2P Cartridge 


2002 


ACI 


F 


1 


Panzer Attack 


Game, War 


1 - 4 P Cartridge 


2003 


ACI 


F 


1 


Pirate's Chase 


Game, Chase 


1-2P Cartridge 


2015 


ACI 


F 


1 


Poker 


Game, Casino 


1-4P Cartridge 


5002 


ACI 


F 


2 


Red Baron 


Game, War 


2P Cartridge 


2003 


ACI 


F 


1 


Seawol f 


Game, War 


1-2P Cartridge 


2002 


ACI 


F 


1 


Solar Conqueror 


Game, Space 


1-4P Cartridge 




ACI 


F 


2 


Space Fortress 


Game, Space 


1-4P Cartridge 


2012 


ACI 


F 


1 


Speed Math 


Educational, Math IP Cartridge 


4001 


ACI 


F 


2 


Spel 1 'N Score 


Game, Word 


1-4P Cartridge 


4802 


ACI 


F 


2 


Star Battle 


Game, Space 


1-2P Cartridge 


2005 


ACI 


F 


1 


Tennis 


Game, Sport 


2P Cartridge 


3001 


ACI 


F 


1 


The Incredible Wizard 


Game t Spor t 


1-2P Cartridge 


2017 


ACI 


F 


1 


280 ZZ2AP! 


Game, Skill 


IP Cartridge 


2001 


ACI 


F 


1 


ARCADIAN NEWSLETTER <ARC> Bob Fabris, Publisher 










A Few Wei 1 Aimed POKEs 


83 Tutorial , XB 


XB 




ARC 


E 


24 


AB-B8 Differences 


82 Tutorial 


BB.AB 




ARC 


E 


15 


AB Circuit Layout 


82 Mi sc. 


AB 




ARC 


E 


14 


Alchemi symmetrical 


81 Graphics 


BB 




ARC 


E 


10 


A! i en 


82 Game, Space 


IP BB, 1H 




ARC 


E 


14 


Amazed in Space 


79 Game, Maze 


IP BB, 1H 




ARC 


E 


3 


Analog Clock 


83 Time, Clock 


BB.AB 




ARC 


E 


20 


Anal og(Nondigi tal > Cl ock 


81 Time 


BB 




ARC 


E 


12 


Arcade Dice 


79 Game, Casino 


1-4P BB.1-4H 




ARC 


E 


5 


ARCADIAN Sampler 


80 Graphics 


BB 




ARC 


E 


6 


Ar t i 1 1 ery Duel 


80 Game, War 


2P BB,2H 




ARC 


E 


7 


ASCII Val ues, 2-Let .Yar . 


83 Tutorial, Beginner AB 




ARC 


E 


21 


ASTRO ZAP *100 


82 Game , Skill 


1-4P BBorAB.l- 


4H 


ARC 


E 


16 


ASTROYISION Editor 


81 Tutorial 


AB 




ARC 


E 


13 


Attack 


79 Game, Chase 


IP BB, 1H 




ARC 


E 


5 


Attack 


82 Game, Hunt 


IP BB.AB 




ARC 


E 


19 


Backgr ound/For egr ound 


80 Tutorial 


BB 




ARC 


E 


8 


Bagel s 


79 Game, Logic 


IP BB 




ARC 


E 


A 


BALLY BASIC Tape Side A 


83 Games, Sampler 


IP BB, 1H 




ARC 


E 


22 


BALLY BASIC Tape Side B 


83 Games, Sampler 


IP BB, 1H 




ARC 


E 


22 


BALLY BASIC Text Area 


79 Tutorial 


BB 




ARC 


E 


4 


BALLY BASIC Translations 


79 Tutorial 


BB 




ARC 


E 


4 


BALLY B1 ack Box 


81 Game, Logic 


1-4P B8.1-4H 




ARC 


E 


12 


BALLY Christmas Card 


82 Graphics, Art 


BB,AB 




ARC 


E 


18 


BALLY 500 


81 Game, Skill 


2-3P BB.1-2H 




ARC 


E 


10 


Bangman 


79 Game, Word 


2P BB, 1H 




ARC 


E 


3 


Base Conversion 


80 Utility 


BB 




ARC 


E 


8 


Basebal 1 


82 Game, Sport 


2P BBor AB , 2H 


ARC 


E 


18 


Batting Average 


83 Math, Personal 


AB 




ARC 


E 


23 


Battleship 


82 Game, War 


2P BBorAB,2H 


ARC 


E 


17 


Beginning Programming 


79 Tutorial 


BB 




ARC 


E 


3 


BIBLE Quiz 


80 Educational 


2P BB 




ARC 


E 


6 


Bingo 


80 Game, Board 


IP BB, 1H 




ARC 


E 


6 


Biorhythm I 


79 Personal 


BB 




ARC 


E 


5 
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Tt ti * m. 

Biorhythm II 
8iorhythms 
Black Hoi* 

B1 ackbox 
Blackjack 
Boo 

Bool*an Logic 
BOTS 

Bowl a Rama 
BOX-LINE Subrout in** 

BR PLAY X< > Command 
BR Printer Function 
BR Programming 
BR Utility 3.2 
Brick N' th* Wat 1 
Budget Worksheet *108 
Cartridge Conversion 
Cartridge Swapping II 
Cartridge Swapping III 
Catchem 

Char. Size Print Loc . 
Checkers I 
Checkers II 
CHROIS I 
CHROIS II 
CHRDIS III 
Circle Plotter 
Circles 
Ci tadel 
Clock 
Code 

Code-Decod* 

Color Chart 
Color Monitor Circuit 
Color Selector 
Col umns 

Compound Interest 
Computer Crochet 
Connect Four I 
Connect Four II 
Control 38 
Count th* Dots 
Creating Spec. Graphics 
Crown 0 + Zeus 
Cr ypt -O-Gr ams 
Daredevi 1 
Darts 

Data Storage 

Day of Week tc Calendar 

De-fender 1 1 

De-fuse 

Digital Couch 

Distance between 2 Pts 

DttD Speedway 

Elect. Visual. Center 

Extended Memory 

Extended Memory 

Exterminator 

File Search 

File Search 

Find YOGI 

Fish in' Hole 

Frequencies 

Frog 

Frog Leap 
Fudd 

G.C.F. and L.C.M. 

Getting most out o-f 1808 

Getting Things Together 

Ghost Fleet *188 

Gobblers 

Gobbi ers 

Golf 

Golf 

Grandfather Clock 
Graphic Character Maker 
Graphic Program 



Type 



f 

Cl- 


Equipment 
Required — 


Source 


Page 




BB 


ARC 


t 


o 




BB.AB 


ARC 


E 


24 


ip 


BB 


ARC 


E 


7 


IP 


BB 


ARC 


E 


4 


IP 


BB.AB, 1H 


ARC 


E 


21 




BB 


ARC 


E 


13 




BB.AB 


ARC 


E 


24 


IP 


B8 , 1H 


ARC 


E 


8 


2P 


BB.2H 


ARC 


E 


7 




BB.AB 


ARC 


E 


21 




BR 


ARC 


E 


23 




BR 


ARC 


E 


23 




BB.BR 


ARC 


E 


9 




BR 


ARC 


E 


23 


IP 


BBorAB, 1H 


ARC 


E 


16 




BB 


ARC 


E 


14 




B8,AB 


ARC 


E 


14 




BB ,AB 


ARC 


E 


15 




88, AS 


ARC 


E 


16 


2P 


BBorAB , 2H 


ARC 


E 


16 




88 


ARC 


E 


3 



86 Personal 
83 Personal , Educational 
88 Game* Space 

79 Game, Logic 
83 Game, Casino 

81 Graphics 

83 Tutorial, Beginner 
88 Game, Chase 

80 Gam* , Spor t 

83 Tutorial, Beginner 
83 Tutorial, Blue Ram 
83 Util ity, Printer 
80 Tutorial 
S3 Product Review 

82 Game, Ski 1 1 
82 Business 
82 Tutorial 

82 Tutorial 
82 Tutorial 
82 Game, Skill 
79 Tutorial , Graphics 
79 Game, Board 
79 Game, Board 
82 Tutorial, Advanced 

82 Tutorial, Advanced 

83 Tutorial , Advanced 
81 Graphics 

81 Graphics 

82 Game, Skill 

79 Tim* 

80 Educational 

81 Game, Logic 

81 Graphics 

82 Project 

82 Graphics, Util i ty 
82 Game, Logic 

81 Business 

82 Graphics, Art 
88 Gam* , Logi c 
80 Game, Logic 

83 Game, Space 

80 Gam* , Skill 

81 Tutorial , Graphics 

82 Gam* , D*«D 
82 Game, Logic 

81 Game, Race 

82 Game , Skill 

79 Tutorial 

80 Time 

83 Game, Space 

81 Game, Hunt 

81 Game, Personal 

79 Math 

82 Game , Skill 

80 Graphics 

83 Product Review 
83 Product Review 

82 Game , Skill 

88 Tutorial , Utility 

83 Tutorial , Utility 
82 Game, Hunt 

Sport 



2P 

1-2P 

IP 

IP 



1-2 



83 Game, 
79 Sound 

82 Game, 

83 Game, 

82 Game, 

83 Math, 



Skill 
Skill 
Skill 

Educational 
83 Tutorial, Intermediate 
83 Tutorial , B*ginner 
83 Game, Space 
81 Game, Skill 
83 Game , Skill 
8i Game, Sport 
83 Game , Spor t 
81 Time, Graphics 

81 Graphics, Utility 

82 Graphics 



IP BB 
IP BB 
AB 
AB 
AB 
BB 
BB 

1-2P BBorAB, 1-2H 
BB 
BB 
BB 
BB 

BB.AB 
BBorAB, 1H 
IP BB 

BB only 
BBorAB 
BB,2H 
BB, 1-2H 
AB, 1H 
BB, 1H 
BB 

IP AB on I y 
2P BB 
IP BB, 1H 
2P BBorAB, 1-2H 
BB 
BB 

IP BB.AB, 1H 
IP B8,1H 
IP BB 
BB 

IP BB, 1H 
BB 
XB 
XB 

IP AB, 1H 
BB only 
AB 
IP AB 

IP BB.AB, 1H 
BB 

IP BBorAB, 1H 
1-2P AB, 1-2H 
IP BB only 
IP AB 
BB.AB 
BB.AB 
IP AB, 1H 
2P BB.2H 
2P BB.AB, 2H 
1-4P BB.1-4H 
1-4P XB only.BR, 1-4H 
BB 
BB 
BB 



ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 
ARC 



2 

5 

18 

19 



E 20 
E 9 



11 

18 

2 

8 

13 

10 

13 
18 

14 
12 
16 

6 

8 



E 23 
E 8 



11 

18 

14 

12 

17 

2 

9 

22 

10 

10 

4 

14 

5 
24 
24 

17 
9 

22 

18 
22 

4 

15 
23 
15 
21 
21 
22 



E 22 
E 13 



20 

10 

21 

10 

11 

14 
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Soft mare Index bv Source 
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Graphics Assembler 

Graph ix Tablet Simulator 

Halloween Ghost 

Hamurabi 

Hangman I 

HeT 1 o Dol 1 y 

Hex PoKer 

Hex to Decimal 

Horizontal Scrolling I 

Horizontal Scrolling II 

Horse Race 

Horserace 

How to use String Arrays 
Hybrid Programs 
If Statements 
If Statements 
IF, AND, OR Explan. 
Interupt Routine 
Invisibl e War 
I/O Switch 
Jekyl he Hyde 
Keno II 2.0 
Laser Evader 
Lazer Blazer 
LINE Numbers 
LINE Numbers II 



80 Graphics, Utility 
82 Graphics 
80 Graphics 

80 Game, Economic 
79 Game, Word 

79 Music 

81 Utility 

79 Utility 

82 Tutorial 

82 Tutorial 

80 Game , Spor t 
80 Game , Spor t 

83 Tutorial, Beginner 
80 Tutorial 



BB ARC E 8 

BR,VS,XB,1H ARC E 17 

BB ARC E 8 

IP BB,KP ARC E <4 

2P BB, 1H ARC E 5 

BB ARC E 5 

BB ARC E 11 

BB ARC E 2 

AB ARC E 17 

AB ARC E 17 

-4P BB.1-4H ARC E 9 

-4P BB,KP ARC E 9 

BB,AB ARC E 22 

BB.BR ARC E 8 



Locksmi th 
Logo 

L-I Reveri 



*100 



Magic Register 
Mastermind 1 
Mastermind II 
Match 
Memory Addressing 
Memory Contents-Binary 
Memory Contents-Hex 
Memory Display 
Memory Doodl e 
Memory Map of AB Vari. 
Memory Tutorial I 
Memory Tutorial II 
Memory Tutorial III 
Memory Tutorial IV 
Microtrek 
Monitor Connection 
Monthly Loan Program 
More Art Prog. G III 
More Blue Ram BASIC 
Morse Code 

Motherboard Modification 
Mu 1 ti -processing 
Music Processor Commands 
Music Synthesizer Pt 1 
Music Synthesizer Pt 2 
Music <3-voice> 

Musical Staff 

Name and Nicomachus 

New Graphic Char. Maker 

New Music Program 

New Sound 

New Subsearch 

Night Raid 

Nim 

Nuclear Math 
Number Match 
Old Bent Nose 
Old Glory 1982 
One Man Bowl ing 
Orbi t Demo 

Overcoming Loading Prob. 

O-Jel 1 o 

O-Jel 1 o II 

PEEK and POKE <*/.) 





79 


Tutorial 




BB 


ARC 


E 


3 




79 


Tutorial 




BB 


ARC 


E 


3 


at ion 


79 


Tutorial 




BB 


ARC 


E 


2 




80 


Utility 




BB 


ARC 


E 


9 




81 


Game, Space 


IP 


BB, 1H 


ARC 


E 


12 




82 


Proj ect 




AB 


ARC 


E 


13 




82 


Game, Maze 


2P 


AB,2H 


ARC 


E 


IS 




81 


Game, Casino 


IP 


BB, 1H 


ARC 


E 


12 




82 


Game, Space 


IP 


BBorAB, 1H 


ARC 


E 


14 




83 


Game, Space 


IP 


AB, 1H 


ARC 


E 


22 




82 


Tutorial 




AB 


ARC 


E 


14 




82 


Tutorial 




AB 


ARC 


E 


17 


1 by 1 


83 


Utility, Aid 




BB.AB 


ARC 


E 


20 




83 


Game, Logic 


IP 


AB, 1H 


ARC 


E 


24 




79 


Graphics 




BB 


ARC 


E 


5 


Set 


82 


Graphics, Art 




BBorAB 


ARC 


E 


14 


»gr amming 


82 


Review 




BBorAB ,MLM 


ARC 


E 


14 


> Moni tor 


82 


Product Review 




BBorAB, MLM 


ARC 


E 


14 


> Moni tor 


82 


Product Review 




BBorAB ,MLM 


ARC 


E 


14 




82 


Tutorial, Graphics 




BB 


ARC 


E 


14 




80 


Game, Logic 


IP 


BB 


ARC 


E 


7 




80 


Game, Logic 


IP 


BB 


ARC 


E 


9 




81 


Game, Board 


1-2P 


BB 


ARC 


E 


12 



79 Tutorial 
79 Utility 
79 Utility 
79 Utility 
81 Graphics 
83 Utility 
79 Tutorial 



BB 

88 

BB 

BB 

BB 

AB 

BB 

BB 



ARC 

ARC 

ARC 

ARC 

ARC 

ARC 

ARC 

ARC 



4 

2 

3 

3 
11 
20 

4 



80 


Tutorial 


BB 


ARC 


E 


7 


80 


Tutorial 


BB 


ARC 


E 


7 


79 


Game, Space 


IP BB 


ARC 


E 


4 


83 


Project 


BB,AB 


ARC 


E 


23 


80 


Business 


BB 


ARC 


E 


5 


83 


Graphics, Demo 


BB.AB 


ARC 


E 


18 


81 


Tutorial 


88 


ARC 


E 


10 


80 


Educational 


BB 


ARC 


E 


8 


81 


Project 


BB 


ARC 


E 


11 


80 


Tutorial 


BB 


ARC 


E 


9 


83 


Tutorial , BR, Music 


BR 


ARC 


E 


24 


79 


Tutorial , Music 


BB 


ARC 


E 


3 


79 


Tutorial, Music 


BB 


ARC 


E 


4 


80 


Music 


BB 


ARC 


E 


7 


81 


Music 


BB 


ARC 


E 


10 


80 


Game , Number 


IP BB 


ARC 


E 


7 


81 


Graphics, Utility 


BB, 1H 


ARC 


E 


13 


81 


Tutorial , Music 


BB 


ARC 


E 


13 


83 


Tutorial , Sound 


AB 


ARC 


E 


20 


81 


Game, War 


IP BB, 1H 


ARC 


E 


12 


82 


Game, War 


IP BBorAB , 1H 


ARC 


E 


15 


81 


Game, Logic 


1-2P BB.1-2H 


ARC 


E 


11 


81 


Educational , Game 


BB 


ARC 


E 


13 


79 


Game , Number 


IP BB 


ARC 


E 


5 


81 


Game, Board 


2P 8B.2H 


ARC 


E 


12 


82 


Graphics 


BBorAB 


ARC 


E 


14 


82 


Game , Spor t 


IP BBorAB , 1H 


ARC 


E 


17 


81 


Tutor i al , Game 


IP BB, 1H 


ARC 


E 


13 


82 


Tutorial 


AB 


ARC 


E 


17 


80 


Game, Logic 


IP BB, 1H 


ARC 


E 


4 


82 


Game, Logic 


1-2P XB only 


ARC 


E 


19 


83 


Tutorial , Beginner 


AB 


ARC 


E 


24 
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Plain BASIC Talk 1 
Plain BASIC Talk 2 
Plain BASIC Talk 3 
Plain BASIC Talk 4 
Polo 
Pool 

Popeye the Sai 1 or 
Pro-Tutorial Pixels 
Printing with AB 
Pro Bowl 
Product Review 
Programming Tach. I 
Programming Tach. II 
Program Analysis 
Program Analysis 
Program Titla fc Instr. 

PX Function 
Quadren 

Quadron Instructions 
Quastions? 

R b L Mamory Expansion 
Random Art 

Random Numbers , Loops 
Rabound *190 
Racording in AB 
Resequencing 
Ravarsa 

Safe Araa for POKES 
Saucar Battle 
Screen Operation 
Screen Printer 
Scrolling III 
Serial and Parallel 
Short Program Selection 
Shutbox 
Simon 

Slot Machine I 

Slot Machine II 

Slot Machine III 

Slot Machine IV 

SNAP and SHOW 

StMP and SHOW Update 

Sound Graph 

Sound Var i abl a Conver . 

Space Spiders 

Spacewar 1 

Spacewar I I 

Speed 0 Math 

Spinning Wheel 

Spirals I 

Spirals II 

Square Root 

Star Siege 

Starf ighter 

Stranded on Rigel 5 *191 

Strategic Air Command 

Sub Hunter 

Subroutine #81 

Subroutines 

Subsearch 

Surf Sounds and Crickets 



82 


Tutorial, Intermediate 


BB.AB 


ARC 


E 


18 


82 


Tutorial , Intermediate 


BB.AB 


ARC 


E 


19 


83 


Tutorial, Intermediate 


BB.AB 


ARC 


E 


20 


82 


Tutorial, Intermediate 


BB.AB 


ARC 


E 


24 


82 


Game, Dice 2P 


BBorAB, 2H 


ARC 


E 


16 


81 


Game, Sport IP 


BB, 1H 


ARC 


E 


11 


79 


Music 


BB 


ARC 


E 


5 


81 


Tutorial , Graphics 


BB 


ARC 


E 


11 


82 


Tutorial, Application 


BB,AB 


ARC 


E 


19 


82 


Game , Spor t 2P 


BB, 1H,KP 


ARC 


E 


14 


83 


Review 


XB 


ARC 


E 


24 


81 


Tutorial 


BB 


ARC 


E 


10 


81 


Tutorial 


BB 


ARC 


E 


10 


83 


Tutorial, Intermediate 


BB.AB 


ARC 


E 


23 


83 


Tutorial, Intermediate 


BB,AB 


ARC 


E 


24 


80 


Tutorial 


BB 


ARC 


E 


9 


79 


Tutorial 


BB 


ARC 


E 


4 


82 


Game, Strategy IP 


8BorAB, 1H 


ARC 


E 


15 


82 


Game, Instruction IP 


BBorAB, 1H 


ARC 


E 


15 


83 


Owner Questions 


Al 1 


ARC 


E 


20 


83 


Hardware Review 


XM 


ARC 


E 


20 


79 


Graphics 


BB 


ARC 


E 


3 


83 


Tutorial, Beginner 


BB.AB 


ARC 


E 


20 


81 


Game, Skill IP 


BB, 1H 


ARC 


E 


12 


83 


Tutorial, Application 


AB 


ARC 


E 


19 


79 


Utility 


BB 


ARC 


E 


4 


79 


Game, Logic IP 


8B.1H 


ARC 


E 


2 


83 


Tutorial, Blue Ram 


BR 


ARC 


E 


21 


79 


Game, Space 1-2P 


BB, 1-2H 


ARC 


E 


5 


79 


Tutorial 


BB 


ARC 


E 


2 


82 


Interface 


BB.TRS LP VII 


ARC 


E 


14 


. 83 


Tutorial , Utility 


AB 


ARC 


E 


22 


80 


Tutorial 


B8 


ARC 


E 


7 


81 


Graphics, Math 


BB 


ARC 


E 


10 


83 


Game, Dice 1-4P 


AB, 1-4H 


ARC 


E 


24 



79 Same, Logic 
79 Same, Casino 
79 Same, Casino 
89 Game, Casino 
89 Game, Casino 
83 Tutorial, Graphics 
83 Tutorial, Graphics 
79 Sound 

83 Tutorial , Sound 
83 Game, Space 

79 Game, Space 

80 Game, Space 

80 Game, Math 

81 Game, Casino 
88 Graphics 

80 Graphics 
79 Math 

82 Game, Skill 



Swordf ight 

Symmetrical Art 

Tape Duplication Ckt 

Tape Loading 

Tape Loading Method 

Taping Memory 

Telling Time *100 

The Bit Fiddler Corner 1 

The Bit Fiddler Corner 2 

The Bit Fiddler Corner 3 

The Bit Fiddler Corner 4 

The CUBE *100 

The Game PI ayer 

The Pits 

Title Page 

Top 5 Today 



82 Game, Skill 
81 Game, Space 

•100 82 Game, Space 
I 81 Game, War 
8 1 Game , War 

83 Tutorial, Advanced 

79 Tutorial 

80 Game, War 
lets 81 Sound 

83 Game, Starter 

81 Graphics 

82 Project 

81 Tutorial , Utility 
81 Tutorial , Utility 
88 Tutorial , Utility 

81 Time, Educational 

rr 1 82 Monthly Column 

rr 2 83 Monthly Column 

rr 3 83 Monthly Column 

rr 4 83 Monthly Column 

82 Game, Logic 
Software Review 



8 1 Game , 



IP BB, 1H 
IP B8,1H 
1-2P BB.1-2H 
IP BB, lh 
IP BBorAB 
AB 
AB 
BB 
AB 

IP AB, 1H 
2P BB.2H 
IP BB, 1H 
IP BB,KP 
?P BB,?H 
B8 
BB 
BB 

IP AB, 1H 
IP BB, 1H 
IP BB 
IP BB, 1H 
IP BB, 1H 
BB,AB 
BB 
IP BB 
B8 

IP BB,AB, 1H 
BB 

BBorAB 

AB 

BB 

BB 

IP BB, 1H 
MLM 
MLM 
MLM 
MLM 

IP BB.KP 

See all pages after 
IP 88, 1H 



83 Tutorial, Intermediate 88, AB 
82 Tutorial BB.A8 
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Software Index by Source 

Number of Equ i pmen t 



Title 


YR 


Type PI avers 






Paae 


Touch Tone Simulate 


79 


Sound 




BB 


ARC 


E 


3 


Tower of Hanoi 


81 


Game, Puzzle 


IP 


BB, 1H 


ARC 


E 


10 


Trapshoot 


83 


Game, Sport 


1-4P 


BB.AB, 1-4H 


ARC 


E 


21 


Twi x t 


81 


Game, Board 


IP 


BB, 1H 


ARC 


E 


11 


Two Bytes Worth 


82 


Tutorial 




BBorAB 


ARC 


E 


17 


Using ASTR0BAS1C Editor 


82 


Tutorial 




AB 


ARC 


E 


17 


Variables, Screen Position82 


Tutorial , Beginner 




B8,AB 


ARC 


E 


18 


Wavemakers Music Keyboard 


83 


Music, 2 Voice 




AB, 1H 


ARC 


E 


20 


What is a Program, CX,CY 


82 


Tutorial, Beginner 




BB.AB 


ARC 


E 


18 


Word Hunt *100 


82 


Game, Word 


1-4P 


BBorAB, 1H 


ARC 


E 


18 


XB Character Display 


83 


Tutorial , XB 




XB 


ARC 


E 


23 


Yahtzee 


80 


Game, Dice 


1-4P 


BB, 1-4H 


ARC 


E 


8 


Zappi t 


80 


Game, Space 


IP 


BB, 1H 


ARC 


E 


6 


IK Memory Addition 


82 


Project 




BB 


ARC 


E 


13 


2 Letter Music Maker 


82 


Music 




AB, 1H 


ARC 


E 


17 


3-voice Music 


80 


Tutorial , Music 




BB 


ARC 


E 


7 


4D2 *100 


81 


Graphics 




BB 


ARC 


E 


13 


15 Puzzle 


80 


Game, Puzzle 


IP 


BB, 1H 


ARC 


E 


7 


2000 AD 


80 


Game, Space 


IP 


BB, 1H 


ARC 


E 


6 


3159 or 3164 ROM 


83 


Tutor i al 




BB.AB 


ARC 


E 


19 


9 (HURRAY) 


83 


Tutorial , Intermediate 


BB.AB 


ARC 


E 


22 



Bob's Electronics (BE) Bob Peace 

Expanded Music Program 83 Music, 3-voice AB BE 67 



Esoterica Ltd. (EL) Daniel Orescher 



B1 astDroids 

Bomb Squad 

Garber svi 1 1 e 

Great American Jigsaw 

Mini Golf 

Road Toad 

Ski Slope 

Starship Command 

Ten Pins 

Treasure Cove 

Wi 1 dcat ter 



Georoe Moses Co. <GMC> 

Anal og NonDigi tal Clock 
Astro-Zap! ! ! 

Bach's IS 2pt Invent. 
BALLY ARCADE Ragtime 
Home Budget Keeper 
Life 

Screen Ram Word Pr oces. 
Sinfona to Cantata 
Timecard Calculator 
3-voice Music Assembler 
27 ARCADE Xmas Songs 



83 


Game, 


Skill 


1-2P 


Cartridge 


EL 


G 


13 


82 


Game, 


Strategy 


IP 


68orAB 


EL 


6 


10 


82 


Game, 


Skill 


IP 


BBorAB 


EL 


G 


10 


82 


Game, 


Puzzle 


1-2P 


BBorAB 


EL 


G 


9 


82 


Game, 


Skill 


1-4P 


BBorAB 


EL 


G 


9 


82 


Game, 


Skill 


IP 


AB 


EL 


G 


11 


82 


Game, 


Skill 


IP 


AB 


EL 


G 


11 


82 


Game, 


Skill 


IP 


BBorAB 


EL 


G 


9 


82 


Game, 


Sport 


1-4P 


BBorAB 


EL 


G 


10 


83 


Game, 


Skill 


1-4P 


Cartridge 


EL 


G 


12 


82 


Game, 


Economic 


1-4P 


BBorAB 


EL 


G 


10 



81 


Time, Clock 


BBorAB 


GMC 


G 


15 


81 


Game, Skill 


1-4P BBorAB, 1-4H 


GMC 


G 


15 


80 


Music, 3-voice 


BBorAB 


GMC 


G 


14 


80 


Music, 3-voice 


BBorAB 


GMC 


G 


14 


82 


Business 


AB only 


GMC 


G 


15 


82 


Graphics, Simulation BBorAB 


GMC 


G 


15 


82 


Word Processor 


BB only 


GMC 


G 


15 


82 


Music, 3-voice 


AB only 


GMC 


G 


14 


82 


Business 


BB only 


GMC 


G 


15 


82 


Music, 3-voice 


BBorAB 


GMC 


G 


14 


81 


Music, 3-voice 


BBorAB 


GMC 


G 


14 



L li M Software (LMS) 
Air Raid 


Bi 1 1 
81 


Loos 

Game, 


War 


IP 


BBorAB, 1H 


LMS 


G 


16 


Alien Invasion 


82 


Game, 


Skill 


IP 


AB, 1H 


LMS 


G 


18 


Atom Smasher 


81 


Game, 


Strategy 


2P 


BBorAB, 2H 


LMS 


G 


17 


Ayatollah Dart Board 


80 


Game, 


Skill 


IP 


BBorAB, 1H 


LMS 


G 


17 


Black Lagoon 


81 


Game, 


Maze 


IP 


BBorAB, 1H 


LMS 


G 


16 


Bombardi er 


81 


Game, 


War 


IP 


BBorAB, 1H 


LMS 


G 


16 


Claim Jumper 


81 


Game, 


Strategy 


1-5P 


BBorAB, 1-5H 


LMS 


G 


16 


Cosmic Saucer Battle 


81 


Game, 


Space 


1-2P 


BBorAB, 1-2H 


LMS 


G 


16 


Coyote-Road Runner 


81 


Game, 


Skill 


2P 


BBorAB , 2H 


LMS 


G 


17 


Crazy Bal 1 (Two in One) 


80 


Game, 


Skill 


IP 


BBorAB, 1H 


LMS 


G 


17 


Ex i t or s Revenge 


82 


Game, 


Space 


IP 


AB, 1H 


LMS 


G 


20 


Galactic War 2002 


80 


Game, 


Space 


IP 


BBorAB, 1H 


LMS 


G 


17 


Meteoroid 


82 


Game, 


Skill 


1-2P 


BBorAB, 1-2H 


LMS 


G 


16 


Mind Bender 


82 


Game, 


Logic 


1-4P 


BBorAB, 1-4P 


LMS 


G 


16 


Mission Impossible 


81 


Game , 


Strategy 


IP 


BBorAB, 1H 


LMS 


G 


17 


Ms Candyman 


83 


Game, 


Skill 


1-4P 


AB, 1-4H 


LMS 


G 


22 


Ms Candyman 


83 


Game, 


Ski 1 1 


1-4P 


Cartridge 


LMS 


G 


23 
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Software Index bv Source 

Number of Equ i pmen t 



Title 


YR 


Type 




rrffliTTHH 




Paoe 


Nauti 1 us 


82 


Game, 


Space 


IP 


AB, 1H 


LMS 


G 


21 


Phantom Starfighters 


81 


Game, 


Space 


2F 


BBorAS, 1-2H 


LMS 


G 


IS 


Rescue Air Drop 


81 


Game, 


Skill 


IP 


BBorAB, 1H 


LMS 


G 


17 


River City Gambler 


81 


Game, 


Casino 


1-5P 


BBorAB, 1-4H 


LMS 


G 


IS 


Search and Destroy 


88 


Game, 


Logic 


IP 


BBorAB, 1H 


LMS 


G 


IS 


Secret of Pelluctiar 


82 


Game, 


Maze 


1-2P 


AB, 1-2H 


LMS 


G 


1? 


Sink the U-Boat 


81 


Game, 


War 


IP 


BBorAB, 1H 


LMS 


G 


17 


Space Checkers 


81 


Game, 


Strategy 


1-2P 


BBorAB, 2H 


LMS 


G 


17 


Space Sleuth 


81 


Game, 


Adventure 


1-4P 


BBorAB, 1-4H 


LMS 


G 


17 


Space Quest 2091 


81 


Game, 


Space 


IP 


BBorAB, 1H 


LMS 


G 


IS 


Star Base 2898 


81 


Game, 


Space 


IP 


BBorAB, 1H 


LMS 


G 


IS 


Target (Trio of Games) 


88 


Game, 


Skill 


IP 


BBorAB [ 1 H 


LMS 


G 


IS 


The Fox and the Hare 


88 


Game, 


Board 


2P 


BBorAB, 2H 


LMS 


G 


17 


The Mummy's Treasure 


81 


Game, 


Board 


1-4P 


BBorAB, 1-4H 


LMS 


G 


17 


3D Tic Tac Toe 


81 


Game, 


Board 


2P 


BBorAB, 2H 


LMS 


G 


17 



New Image (HI? Don G1 adden 



Bowling Secretary 


81 


Business 




AB 


NI 


G 


25 


Catch the Bomb 


82 


Game, 


Skill 


1-4P 


AB, 1-4H 


NI 


G 


24 


Chuck-A-Luck 


82 


Game, 


Casino 


IP 


AB,KP 


NI 


G 


24 


Cl austrophobia 


82 


Game, 


Maze 


1-4P 


AB, 1-4H 


NI 


G 


24 


Frogway 


82 


Game, 


Skill 


1-4P 


AB, 1-4H 


NI 


G 


25 


General Video Assembler 


83 


Machine Language 




AB,XM 


NI 


G 


25 


Golf 


83 


Game, 


Sport 


1-4P 


XB,14K,BR 


NI 


G 


25 


Guess Five 


81 


Game, 


Logic 


IP 


AB,KP 


NI 


G 


24 


Haunted House 


81 


Game, 


Adventure 


IP 


AB,KP 


NI 


G 


24 


Missile Defense 


82 


Game, 


Skill 


IP 


AB, 1H 


NI 


G 


24 


Nam-Cap 


83 


Game, 


Skill 


1-4P 


AB 


NI 


G 


25 


Quickdraw 


81 


Game, 


Skill 


1-2P 


AB, 1-2H 


NI 


G 


24 


Saucer Attack 


82 


Game, 


Space 


IP 


AB, 1H 


NI 


G 


24 


Sicko-Therapy-1 


82 


Game, 


Party 


1-?P 


AB.KP 


NI 


G 


24 


SicKo-Therapy-I I 


82 


Game, 


Party 


1-?P 


AB.KP 


NI 


G 


24 


Skunk 


81 


Game, 


Dice 


1-4P 


AB, 1-4H 


NI 


G 


24 


SI oshed 


82 


Game, 


Skill 


1-4P 


AB, 1-4H 


NI 


G 


25 


Sneaky Snake 




Game, 


Skill 


1-4P 


Cartridge 


NI 


G 


24 



Super Software <SS> Rob Roaenhouse 



Astro Slot 
Barracade 
Beatle Quiz 
Cosmic Zap 
Crossfire 
Defense Force 
Dog Racing 
Fal 1 ing Stars 
Footbal 1 
Force Field 
Gyro 
Hustle! 

Knockout . 

Laser Battle 
Maze-A-Matic 
Missile Attack 
Mystery Maze 
Pick-Six Keno 
Reactor 
Reverse 
Robot Alert! 

Robothon 

Runaround 

Simon Says 

Smack-Up 

Snake 

Space Dock 

Star Cruiser 

Starship Astro 

Super Craps 

Super Missile Attack 

Super Slot 

Super Snack-Up 

T i c -Tac -Dou gh 

Zapper 



81 


Game, 


Casino 


IP 


AB 


SS 


G 


32 


81 


Game, 


Skill 


JP 


AB 


SS 


G 


33 


81 


Educational 


IP 


AB 


SS 


G 


33 


81 


Game, 


Space 


IP 


AB 


SS 


G 


33 


82 


Game, 


Skill 


IP 


AB, 1H 


SS 


G 


34 


82 


Game, 


Skill 


IP 


AB 


SS 


G 


34 


81 


Game, 


Sport 


1-4P 


AB 


SS 


G 


32 


81 


Game, 


Skill 


IP 


AB 


SS 


G 


34 


81 


Game, 


Sport 


1-2P 


AB 


SS 


G 


32 


82 


Game, 


Skill 


IP 


AB, 1H 


SS 


G 


35 


82 


Game, 


Skill 


IP 


AB 


SS 


G 


35 


81 


Game, 


Skill 


IP 


AB 


SS 


G 


34 


82 


Game, 


Skill 


IP 


AB, 1H 


SS 


G 


34 


81 


Game, 


Skill 


1-2P 


AB 


SS 


G 


34 


81 


Game, 


Maze 


IP 


AB 


SS 


G 


32 


81 


Game, 


Skill 


IP 


A8 


SS 


G 


33 


81 


Game, 


Skill 


IP 


AB 


SS 


G 


34 


82 


Game, 


Casino 


IP 


AB, 1H 


SS 


G 


34 


82 


Game, 


Skill 


2P 


AB,2H 


SS 


G 


34 


81 


Game, 


Educational 


IP 


AB 


SS 


G 


33 


81 


Game, 


Skill 


IP 


AB 


SS 


G 


33 


82 


Game, 


Skill 


IP 


A8, 1H 


SS 


G 


34 


82 


Game, 


Skill 


IP 


AB, 1H 


SS 


G 


34 


81 


Game, 


Memory 


IP 


A8 


SS 


G 


33 


81 


Game, 


Skill 


IP 


AB 


SS 


G 


33 


82 


Game, 


Skill 


IP 


AB, 1H 


SS 


G 


34 


82 


Game, 


Simul at ion 


IP 


AB 


SS 


G 


34 


82 


Game, 


Space 


IP 


AB, 1H 


SS 


G 


34 


81 


Game, 


Space 


IP 


AB 


SS 


G 


32 


81 


Game, 


Casino 


1-4P 


AB 


SS 


G 


32 


82 


Game, 


War 


IP 


AB, 1H 


SS 


G 


34 


81 


Game, 


Casino 


I-4P 


AB 


SS 


G 


32 


82 


Game, 


Skill 


IP 


AB 


SS 


G 


33 


81 


Game, 


Board 


IP 


AB 


SS 


G 


32 


81 


Game, 


Skill 


IP 


AB 


SS 


G 


35 
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Pag® C 14 Software Index bv Source 

Number of Equipment 
lille YR Type Players Required Source Pape 

tinv ARCADE < tA) Tom McConnel 1 



Ar t Show 


82 


Graphics 




AB 


tA 


G 


38 


Astro'Terror 


82 


Game, Skill 


IP 


AB, 1H 


tA 


G 


37 


beep! 


83 


Game , Skill 


IP 


AB 


tA 


G 


39 


Cruncher 


82 


Game, Skill 


IP 


A8 


tA 


G 


37 


Fireworks 


82 


Graphics 




AB 


tA 


G 


38 


Gamma Wars 


82 


Game, Skill 


1-2P 


AB 


tA 


G 


38 


Omega Val 1 ey 


82 


Game, Skill 


IP 


AB, 1H 


tA 


G 


37 


Quadron 


82 


Game, Strategy 


IP 


BBorAB, 1H 


tA 


G 


37 


Space Gauntlet 


82 


Game , Skill 


IP 


BBorAB, 1H 


tA 


G 


37 


Vindicator 


82 


Game, Strategy 


IP 


AB 


tA 


G 


38 


Vi peri an 


82 


Game , Skill 


IP 


AB. 1H 


tA 


G 


37 



Todd Johnson <TJ) 
Escape From Rantanam IV 


82 


Game, 


DttD 


IP AB 


TJ 


G 


48 


Rescue of Catherine 


82 


Game, 


C&D 


IP AB 


TJ 


G 


48 


Tower of Mac h or 


82 


Game, 


DfcD 


IP AB 


TJ 


G 


48 



WaveMakers (WM) Mike 


Peace 
















Backgammon 


81 


Game, 


Board 




IP 


BBorAB 


WM 


G 


43 


Castle of Horror 


82 


Game, 


Skill 




IP 


AB onl y , 1H 


WM 


G 


43 


Character Analysis 


82 


Game, 


Skill 




IP 


AB,KP 


WM 


G 


43 


Chord Progressions 


88 


Educational , 


Music 




BBorAB, 1H 


WM 


G 


43 


Cl ue 


88 


Game, 


Logic 




1-<JP 


BBorAB, KP 


WM 


G 


43 


Collision Course 


82 


Game, 


Skill 




1-4P 


AB, 1-4H 


WM 


G 


43 


Collision Course 


82 


Game, 


Skill 




1-4P 


BR,XM, 1-4H 


WM 


G 


44 


Dungeons of Dracula 


82 


Game, 


Adventure 


1-4P 


AB, 1-4H 


m 


G 


43 


Dungeons of Dracula 


82 


Game, 


Adventure 


1-4P 


BR,XM, 1-4H 


WM 


G 


44 


FI yi ng Ace 


88 


Game, 


War 




1-2P 


BBorAB, 1H 


WM 


G 


43 


Flying Ace 


88 


Game, 


War 




1-2P 


BR,XM 


WM 


G 


44 


Guitar Course 


88 


Educational , 


Music 




BBorAB 


WM 


G 


43 


Guitar Course (Tuning) 


88 


Educational , 


Music 




BBorAB, 1H 


Mi 


G 


43 


Horse Race 


88 


Game, 


Sport 




1-4P 


BBorAB, KP 


WM 


G 


43 


L.T. 


83 


Game, 


Skill 




1-4P 


AB, 1-4H 


WM 


G 


43 


Lookout for the Gull 


81 


Game, 


Skill 




1-4P 


BBorAB, 1H 


WM 


G 


43 


Lookout for the Bull II 


81 


Game, 


Skill 




1-4P 


BBorAB, 1H 


WM 


G 


43 


t-ttX (Robot from Space) 


88 


Game, 


Skill 




IP 


BBorAB, 1H 


Mi 


G 


43 


Maze Race 


88 


Game, 


Maze 




2P 


BBorAB, 2H 


Mi 


G 


43 


Monkey Jump 


82 


Game, 


Skill 




1-4P 


AB, 1-4H 


WM 


G 


43 


Monkey Jump 


82 


Game, 


Skill 




1-4P 


BR,XM, 1-4H 


WM 


G 


44 


Mouse in the Hat 


88 


Game, 


Logic 




IP 


BBorAB, 1H 


Mi 


G 


43 


Music Composer 


88 


Music 








BBorAB, 1H 


Mi 


G 


43 


Note Match 


88 


Game, 


Music 




IP 


BBorAB, 1H 


WM 


G 


43 


Obstacle Course 


88 


Game, 


Maze 




IP 


BBorAB, 1H 


Mi 


G 


43 


Pack-Rat 


81 


Game, 


Skill 




IP 


BBorAB, 1H 


WM 


G 


43 


Pack-Rat II 


81 


Game, 


Skill 




IP 


BBorAB, 1H 


WM 


G 


43 


Perversion 


88 


Game, 


Logic 




1-4P 


BBorAB, 1H 


Mi 


G 


43 


Slot Machine 


88 


Game, 


Casino 




IP 


BBorAB, 1H 


Mi 


G 


43 


Space Chase 


88 


Game, 


Space 




IP 


BBorAB, KP 


Ml 


G 


43 


Speed Math 


88 


Game, 


Math 




1-2P 


BBorAB, 1H 


WM 


G 


43 


The Gate Escape 


83 


Game, 


Skill 




1-4P 


AB 


WM 


G 


43 


The Gate Escape 


83 


Game, 


Skill 




1-4P 


BR.XM 


WM 


G 


44 


Tourament Obstacle Crs 


81 


Game, 


Maze 


1-18P 


BBorAB, 1H 


Mi 


G 


43 


Whiz Quiz (Trivia) 


82 


Game, 


Quiz 




IP 


BBorAB 


WM 


G 


43 


Yahtzee 


88 


Game, 


Dice 




1-4P 


BBorAB, 1H 


Mi 


G 


43 
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w s m egg 



Bowling Secretary 
Budget Worksheet *180 
Compound Interest 
Home Budget Keeper 
Monthly Loin Program 
Timecard Calculator 



81 


Business 


BBorAB 


NI 


G 


23 


82 


Business 


BB 


ARC 


E 


18 


81 


Business 


BB only 


ARC 


E 


15 


82 


Business 


AB only 


GMC 


G 


15 


86 


Business 


BB 


ARC 


E 


7 


82 


Business 


BB only 


GMC 


G 


15 



Beetle Quiz 

BIBLE Quiz 

Big City SI icK 

Bingo Math 

Biorhythms 

Chord Progressions 

Code 

6«Cf Pi and L^CaM* 

Great American Jigsaw 

Guitar Course 

Guitar Course (Tuning) 

Morse Code 

Nuclear Math 

Reverse 

Speed Math 

Tel 1 ing Time 



81 


Educational 


IP 


BBorAB 




SS 


G 


31 


86 


Educational 


2P 


BB 




ARC 


E 


8 


82 


Game, Educational 1-4P 


BBorAB 




EL 


G 


11 




Educational , Math 


2P Cartridge 


4661 


AC I 


F 


2 


83 


Personal, Educational 




BB.AB 




ARC 


E 


24 


82 


Educational, Music 




BBorAB, 1H 




MM 


G 


43 


86 


Educational 




BB 




ARC 


E 


9 


83 


Math, Educational 


IP 


AB 




ARC 


E 


21 


82 


Game, Educational 1- 


■2P 


BBorAB 




EL 


G 


9 


86 


Educational, Music 




BBorAB 




MM 


G 


43 


86 


Educational, Music 




BBorAB 




MM 


G 


43 


86 


Educational 




BB 




ARC 


E 


16 


81 


Educational , Game 




BB 




ARC 


E 


16 


81 


Game, Educational 


IP 


BBorAB 




SS 


G 


31 




Educational , Math 


IP 


Cartridge 


4661 


AC I 


F 


2 


81 


Time, Educational 


IP 


BB, 1H 




ARC 


E 


15 



GAMES 



Acey Ducey 






Game, Casino 


1-4P 


Cartridge 


5662 


ACI 


F 


2 


Air Raid 




81 


Game, Mar 


IP 


BBorAB, 1H 




LMS 


G 


16 


A1 ien 




82 


Game, Space 


IP 


BB, 1H 




ARC 


E 


14 


Alien Invasion 




82 


Game , Skill 


IP 


AB, 1H 




LMS 


G 


18 


Amazed in Space 




79 


Game, Maze 


IP 


BB, 1H 




ARC 


E 


3 


Amazing Maze 






Game, Maze 


1-2P 


Cartridge 


5661 


ACI 


F 


2 


Arcade Dice 




79 


Game, Casino 


1-4P 


BB, 1-4H 




ARC 


E 


5 


Artil lery Duel 






Game, Mar 


2P Cartridge 


5665 


ACI 


F 


2 


Arti 1 lery Duel 




86 


Game, Mar 


2P 


B8,2H 




ARC 


E 


7 


Astro Battle 






Game, Space 


IP 


Cartridge 


2669 


ACI 


F 


1 


Astro Slot 




81 


Game, Casino 


IP 


AB 




SS 


G 


32 


ASTRO ZAP *166 




82 


Game , Skill 


1-4P 


BBorAB, 1-4H 


ARC 


E 


16 


Astrocade Pinball 






Game , Skill 


1-4P 


Cartridge 


3665 


ACI 


F 


2 


Astro-Zap! ! ! 




81 


Game , Skill 


1-4P 


BBorAB, 1-4H 


GMC 


G 


15 


Astro'Terror 




82 


Game , Skill 


IP 


AB, 1H 




tA 


G 


37 


Atom Smasher 




81 


Game, Strategy 


2P 


BBorAB, 2H 




LMS 


G 


17 


Attack 




79 


Game, Chase 


IP 


BB, 1H 




ARC 


E 


5 


Attack 




86 


Game , Hun t 


IP 


8B, 1H 




ARC 


E 


1? 


Ayatollah Dart Board 




86 


Game , Sk i 1 1 


IP 


BBorAB, 1H 




LMS 


G 


17 


Backgammon 




81 


Game, Board 


IP 


BBorAB 




MM 


G 


43 


Bagel s 




79 


Game, Logic 


IP 


BB 




ARC 


E 


6 


BALLY BASIC Tape Side 


A 


83 


Games, Sampler 


IP 


BB, 1H 




ARC 


E 


22 


BALLY BASIC Tape Side 


B 


83 


Games, Sampler 


IP 


BB, 1H 




ARC 


E 


22 


BALLY Black Box 




81 


Game , Logi c 


1-4P 


BB.1-4H 




ARC 


E 


12 


BALLY 566 




81 


Game , Skill 


2-3P 


BB.1-2H 




ARC 


E 


10 


Bangman 




79 


Game , Mord 


2P 


BB, 1H 




ARC 


E 


3 


Barracade 




81 


Game , Skill 


IP 


BBorAB 




SS 


G 


33 


Basebal 1 






Game , Spor t 


2P 


Cartridge 


3661 


ACI 


F 


1 


Basebal 1 




82 


Game , Spor t 


2P 


BBorAB, 2H 




ARC 


E 


18 


Battl eship 




82 


Game, Mar 


2P 


B8orAB,2H 




ARC 


E 


17 


beep! 




83 


Game , Skill 


IP 


AB 




tA 


G 


39 


Big City SI ick 




82 


Game, Educational 


1-4P 


BBorAB 




EL 


G 


5 


Bingo 




86 


Game, Board 


IP 


BB, 1H 




ARC 


E 


7 


Black Hole 




86 


Game, Space 


IP 


BB 




ARC 


E 


7 


B1 ack Lagoon 




81 


Game, Maze 


IP 


B8or AB , 1H 




LMS 


G 


16 


B! ackbox 




79 


Game, Logic 


IP 


BB 




ARC 


E 


4 


B1 ack jack 






Game, Casino 


1-4P 


Cartridge 


5662 


ACI 


F 


2 


B1 ack jack 




83 


Game, Casino 


IP 


BB.AB, 1H 




ARC 


E 


21 


B1 astDroids 






Game , Skill 


1-2P 


Cartridge 




EL 


G 


13 


Bomb Squad 




82 


Game, Strategy 


IP 


BBorAB 




EL 


G 


18 


Bombardier 




81 


Game , Mar 


IP 


BBorAB, 1H 




LMS 


G 


16 


BOTS 




86 


Game, Chase 


IP 


BB, 1H 




ARC 


E 


8 


Bowl a Rama 




86 


Game, Sport 


2P 


BB,2H 




ARC 


E 


7 


Brick N' the Mai 1 




82 


Game , Skill 


IP 


BBorAB, 1H 




ARC 


E 


16 
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Software Index bv Type 

Number of Equ i pmen t 



Title 


YR 


Tyoe 


PI avers 


Reauired Source 


Paae 


Br i ckyard 




Game) Skill 


1-4P 


Cartridge 2884 


AC I 


F 


1 


Castle of Horror 


82 


Game, Skill 


IP 


AB 


MM 


G 


43 


Catch the Bomb 


82 


Game, Skill 


1-4P 


AB, 1-4H 


NI 


G 


24 


Catchem 


82 


Game, Skill 


2P 


BBorAB, 2H 


ARC 


E 


16 


Character Analysis 


82 


Game , Skill 


IP 


A8.KP 


Mi 


G 


43 


Checkers I 


79 


Game, Board 


IP 


BB 


ARC 


E 


2 


Checkers 11 


79 


Game, Board 


IP 


BB 


ARC 


E 


5 


Chuck-A-Luck 


82 


Game, Casino 


IP 


BBorAB, KP 


NI 


G 


24 


Ci tadel 


82 


Game, Skill 


1-2P 


BBorAB, 1-2H 


ARC 


E 


18 


Claim Jumper 


81 


Game, Strategy 


1-5P 


BBorAB, 1-5H 


LMS 


G 


16 


Cl austrophobi a 


82 


Game, Maze 


1-4P 


AB, 1-4H 


NI 


G 


24 


Cl owns 




Game, Skill 


1-4P 


Cartridge 2884 


AC I 


F 


1 


Clue 


88 


Game, Logic 


1-6P 


BBorAB, KP 


MM 


G 


43 


Code-Decode 


81 


Game, Logic 




BB 


ARC 


E 


13 


Collision Course 


82 


Game, Skill 


1-4P 


AB, 1-4H 


mi 


G 


43 


Collision Course 


82 


Game , Skill 


1-4P 


XB,XM, 1H 


MM 


G 


44 


Col umns 


82 


Game, Logic 


IP 


BB 


ARC 


E 


14 


Connect Four I 


88 


Game, Logic 


2P 


BB,2H 


ARC 


E 


6 


Connect Four II 


88 


Game, Logic 


1-2P 


BB, 1-2H 


ARC 


E 


8 


Control 38 


83 


Game, Space 


IP 


AB, 1H 


ARC 


E 


23 


Cosmic Raiders 


83 


Game, Space 


1-4P 


Cartridge 


ACI 


F 


2 


Cosmic Saucer Battle 


81 


Game, Space 


1-2P 


BBorAB, 1-2H 


LMS 


G 


16 


Cosmic Zap 


81 


Game, Space 


IP 


BBorAB 


SS 


G 


33 


Count the Dots 


88 


Game , Skill 


IP 


BB, 1H 


ARC 


E 


8 


Coyote-Road Runner 


81 


Game , Skill 


2P 


BBorAB, 2H 


LMS 


G 


17 


Crazy BalltTwo in One) 


88 


Game, Skill 


IP 


BBorAB, 1H 


LMS 


G 


17 


Crossf ire 


82 


Game , Skill 


IP 


AB, 1H 


SS 


G 


36 


Crosswords 




Game, Word 


1-4P 


Cartridge 4882 


ACI 


F 


2 


Crown of Zeus 


82 


Game, D&cD 


IP 


AB only 


ARC 


E 


18 


Cruncher 


82 


Game , Skill 


IP 


AB 


tA 


G 


37 


Crypt -0-Grams 


82 


Game, Logic 


2P 


BB 


ARC 


E 


14 


Daredevi 1 


81 


Game, Race 


IP 


BB, 1H 


ARC 


E 


12 


Darts 


82 


Game, Skill 


1-2P 


BBorAB, 1-2H 


ARC 


E 


17 


Defender I I 


83 


Game, Space 


IP 


BB,AB, 1H 


ARC 


E 


22 


Defense Force 


82 


Game, Skill 


IP 


AB 


SS 


G 


34 


Defuse 


81 


Game, Hunt 


IP 


BB, 1H 


ARC 


E 


18 


Demolition Derby 




Game , Skill 


1-4P 


Cartridge 2814 


ACI 


F 


1 


Digital Couch 


81 


Game, Personal 


IP 


BB 


ARC 


E 


18 


Dodgem 




Game, Skill 


IP 


Cartridge 2881 


ACI 


F 


1 


Dog Racing 


81 


Game , Spor t 


1-4P 


BBorAB 


SS 


G 


32 


Dbgpatch 




Game , Skill 


2P 


Cartridge 


ACI 


F 


1 


Dungeons of Dracula 


82 


Game , D&D 


I-4P 


AB, 1-4H 


MM 


G 


43 


Dungeons of Dracula 


82 


Game, Adventure 


1-4P 


BR,XB, 1-4H 


M1 


G 


44 


DtcD Speedway 


82 


Game , Skill 


IP 


BB, 1H 


ARC 


E 


14 


Escape from Rantanam 


82 


Game , D&tD 


IP 


AB 


TJ 


G 


44 


Ex i tors Revenge 


82 


Game, Space 


IP 


AB, 1H 


LMS 


G 


28 


Exterminator 


82 


Game , Skill 


IP 


AB, 1H 


ARC 


E 


17 


Fal 1 i ng Stars 


81 


Game, Skill 


IP 


BBorAB 


SS 


G 


34 


Find YOGI 


82 


Game, Hunt 


IP 


AB 


ARC 


E 


18 


Fishin' Hole 


83 


Game , Spor t 


IP 


BB,A8, 1H 


ARC 


E 


22 


Flying Ace 


88 


Game, Mar 


1-2P 


BBorAB, 1H 


MM 


G 


43 


Flying Ace 


88 


Game, Mar 


1-2P 


BR,XM 


Mi 


G 


44 


Footbal 1 




Game , Spor t 


1-4P 


Cartridge 3882 


ACI 


F 


1 


Footbal 1 


81 


Game , Spor t 


1-2P 


BBorAB 


SS 


G 


32 


Force Field 


82 


Game , Skill 


IP 


AB, IH 


SS 


G 


35 


Frog 


82 


Game , Skill 


IP 


BBorAB, IH 


ARC 


E 


15 


Frog Leap 


83 


Game, Skill 


1-2P 


AB, 1-2H 


ARC 


E 


23 


Frogway 


82 


Game , Skill 


1-4P 


AB, 1-4H 


NI 


G 


25 


Fudd 


82 


Game, Skill 


IP 


BB only 


ARC 


E 


15 


Galactic Invasion 




Game, Space 


I-4P 


Cartridge 2811 


ACI 


F 


1 


Galactic Mar 2882 


88 


Game, Space 


IP 


BBorAB, IH 


LMS 


G 


17 


Gamma Mars 


82 


Game, Skill 


1-2P 


AB 


tA 


G 


38 


Garbersvi 1 1 e 


82 


Game , Skill 


IP 


BBorAB 


EL 


G 


18 


Ghost Fleet *188 


83 


Game, Space 


IP 


AB, IH 


ARC 


E 


22 


Gobbi ers 


81 


Game, Skill 


2P 


B8,2H 


ARC 


E 


13 


Gobbi ers 


83 


Game , Skill 


2P 


BB ,AB , 2H 


ARC 


E 


28 


Golf 


81 


Game, Sport 


1-4P 


BB, 1-4H 


ARC 


E 


18 


Golf 


83 


Game , Spor t 


I-4P 


XB only.BR, 1-4H 


ARC 


E 


21 


Grand Prix 




Game, Skill 


1-4P 


Cartridge 2814 


ACI 


F 


1 


Great American Jigsaw 


82 


Game, Puzzle 


1-2P 


BBorAB 


EL 


G 


9 


Guess Five 


81 


Game, Logic 


IP 


BBorAB, KP 


NI 


G 


24 


Gyro 


82 


Game, Skill 


IP 


AB 


SS 


G 


35 


Hamurabi 


88 


Game, Economic 


IP 


BB,KP 


ARC 


E 


6 


Handbal 1 




Game, Sport 


1-4P 


Cartridge 3881 


ACI 


F 


1 


Hangman I 


79 


Game, Mord 


2P 


BB, IH 


ARC 


E 


5 


Haunted House 


81 


Game, Adventure 


IP 


BBorAB, KP 


NI 


G 


24 


Hockey 




Game , Spor t 


2P 


Cartridge 3881 


ACI 


F 


1 
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Software Index bv Type 

Number of Equipment 
Tt tl e Yg Type Players Required Source _Paqe 



Horse Race 


80 Game, Sport 


1-4P BB.1-4H 


ARC 


E 9 


Horse Race 


80 Game , Spor t 


1-4P BBorAB.KP 


MM 


G 43 


Horserace 


88 Game , Spor t 


1-4P BB,KP 


ARC 


E 9 


Hustle! 


81 Game, Skill 


IP BBorAB 


SS 


G 34 


Invisibl e Mar 


81 Game, Space 


IP B8,1H 


ARC 


E 12 


Jekyl 4i Hyde 


82 Game, Maze 


2P AB,2H 


ARC 


E 15 


Keno 11 2.0 


81 Game, Casino 


IP 8B,1H 


ARC 


E 12 


Knockout 


82 Game, Skill 


IP AB, 1H 


SS 


G 36 


L.T. 


83 Game, Skill 


1-4P AB, 1-4H 


MM 


G 43 


Laser Battle 


81 Game, Skill 


1-2P AB 


SS 


G 34 


Laser Evader 


82 Game, Space 


IP BBorAb, 1H 


ARC 


E 16 


Lazer Blazer 


83 Game , Skill 


IP AB, 1H 


ARC 


E 24 


Letter Match 


Game, Memory 


1-4P Cartridge 4002 


AC I 


F 2 


Locksmith 0100 


83 Game, Logic 


IP AB, 1H 


ARC 


E 24 


Lookout for the Bui 1 


8 1 Game , Skill 


1-4P BBorAB, 1H 


MM 


G 43 


Lookout for the Bull II 


81 Game, Skill 


1-4P BBorAB, 1H 


MM 


G 43 


Mastermind I 


88 Game, Logic 


IP BB 


ARC 


E 7 


Mastermind II 


88 Game, Logic 


IP BB 


ARC 


E 9 


Match 


8! Game, Board 


1-2P BB 


ARC 


E 12 


MAX (Robot from Space) 


80 Game , Skill 


IP BBorAB, 1H 


Mi 


G 43 


Maze Race 


80 Game, Maze 


2P BBorAB 


MM 


G 43 


Maze-A-Matic 


81 Game, Maze 


IP BBorAB 


SS 


G 32 


Meteoroid 


82 Game, Skill 


1-2P BBorAB, 1-2H 


LMS 


G 16 


Microtrek 


79 Game, Space 


IP BB 


ARC 


E 4 


Mind Bender 


82 Game, Logic 


1-4P BBorAB, 1-4P 


LMS 


G 16 


Mini Golf 


82 Game, Skill 


1-4P BBorAB 


EL 


G 9 


Missile 


Game , Mar 


1-2P Cartridge 2002 


AC I 


F 1 


Missile Attack 


8 1 Game , Skill 


IP BBorAB 


SS 


G 33 


Missile Defense 


82 Game, Skill 


IP BBorAB, 1H 


NI 


G 24 


Mission Impossible 


81 Game, Strategy 


IP BBorAB, 1H 


LMS 


G 13 


Monkey Jump 


82 Game, Skill 


1-4P AB, 1-4H 


Mi 


G 43 


Monkey Jump 


82 Game, Skill 


1-4P XB,XM, 1-4H 


MM 


G 44 


Mouse in the Hat 


80 Game, Logic 


IP BBorAB.lH 


MM 


G 43 


Ms Candyman 


83 Game, Skill 


1-4P AB.1-4H 


LMS 


G 22 


Ms Candyman 


83 Game, Skill 


1-4P Cartridge 


LMS 


G 23 


Mystery Maze 


81 Game, Skill 


IP BBorAB 


SS 


G 34 


Name and Nicomachus 


88 Game, Number 


IP BB 


ARC 


E 7 


Nam-Cap 


83 Game, Skill 


1-4P AB 


NI 


G 25 


Nautilus 


82 Game, Space 


IP AB, 1H 


LMS 


G 21 


New Subsearch 


81 Game, Mar 


IP BB, 1H 


ARC 


E 12 


Night Raid 


82 Game , Mar 


IP BBorAB, 1H 


ARC 


E 15 


Nim 


81 Game, Logic 


1-2P BB.1-2H 


ARC 


E 11 


Note Match 


80 Game, Music 


IP BBorAB.lH 


MM 


G 43 


Nuclear Math 


81 Educational , Game 


BB 


ARC 


E 13 


Number Match 


79 Game, Number 


IP BB 


ARC 


E 5 


Obstacle Course 


80 Game, Maze 


IP BBorAB 


MM 


G 43 


Old Bent Nose 


81 Game, Board 


2P BB.2H 


ARC 


E 12 


Omega Val t ey 


82 Game, Skill 


IP AB, 1H 


tA 


G 37 


One Man Bowling 


82 Gam# , Spor t 


IP BBorAB.lH 


ARC 


E 17 


Orbi t Demo 


81 Tutorial, Game 


IP BB, 1H 


ARC 


E 13 


O-Jel lo 


80 Game, Logic 


IP BB, 1H 


ARC 


E 6 


0-Jell o II 


82 Game, Logic 


1-2P XB only 


ARC 


E 19 


Pack-Rat 


81 Game, Skill 


IP BBorAB 


MM 


G 43 


Pack-Rat II 


8 1 Game , Skill 


IP BBorAB 


MM 


G 43 


Panzer Attack 


Game, War 


1-4P Cartridge 2003 


AC I 


F 1 


Perversion 


80 Game, Logic 


1-6F BBorAB.lH 


MM 


G 43 


Phantom Starfighters 


81 Game, Space 


1-2P BBorAB, 1-2H 


LMS 


G 16 


Pick-Six Keno 


82 Game, Casino 


IP AB, 1H 


SS 


G 36 


Pirate's Chase 


Game, Chase 


1-2P Cartridge 2015 


AC1 


F 1 


Poker 


Game, Casino 


1-4P Cartridge 5002 


AC I 


F 2 


Pol o 


82 Game, Dice 


2P BBor AB , 2H 


ARC 


E 16 


Pool 


81 Game, Sport 


IP BB, 1H 


ARC 


E 11 


Pro Bowl 


82 Game , Spor t 


2P BB,1H,KP 


ARC 


E 14 


Quadron 


82 Game, Strategy 


IP BBorAB.lH 


ARC 


E 15 


Quadron 


82 Game, Strategy 


IP BBorAB.lH 


tA 


G 37 


Quadron Instructions 


82 Game, Instruction 


IP BBorAB, 1H 


ARC 


E 15 


Quickdraw 


8 1 Game , Skill 


1-2P BBorAB, 1-2H 


NI 


G 24 


Reactor 


82 Game, Skill 


2P A8,2H 


SS 


G 36 


Rebound 


8 1 Game , Skill 


IP BB, 1H 


ARC 


E 12 


Red Baron 


Game, Mar 


2P Cartridge 2003 


AC1 


F 1 


Rescue Air Drop 


8 1 Game , Skill 


IP BBorAB, 1H 


LMS 


G 17 


Rescue of Catherine 


82 Game , DtcD 


IP AB 


TJ 


G 40 


Reverse 


79 Game, Logic 


IP BB, 1H 


ARC 


E 2 


Reverse 


81 Game, Educational 


IP BBorAB 


SS 


6 33 


River City Gambler 


81 Game, Casino 


1-5P BBorAB, 1-4H 


LMS 


G 16 


Road Toad 


82 Game, Skil 1 


IP AB, 1H 


EL 


G 11 


Robot Alert! 


81 Game, Skill 


IP BBorAB 


SS 


G 33 
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Robothon 


82 Game, Skill 


IP AB, 1H 


SS 


G 36 


Runaround 


82 Game , Skill. 


IP AB, 1H 


SS 


G 36 


Saucer Attack 


82 Game, Space 


IP BBorAB, 1H 


NI 


G 24 


Saucer Battle 


79 Game, Space 


1-2P BB, 1-2H 


ARC 


E 5 


Search and Destroy 


80 Game, Logic 


IP BBorAB, 1H 


LMS 


G 16 


Seawol f 


Game, War 


1-2P Cartridge 2002 


ACI 


F 1 


Secret of Pelluctiar 


82 Game, Maze 


1-2P AB, 1-2H 


LMS 


G 19 


Shutbox 


83 Game, Dice 


1-4P AB, 1-4H 


ARC 


E 24 


SicKo-Therapy-Session 1 


82 Game, Party 


1-?P BBorAB, KP 


NI 


G 24 


Si cko-Therapy-Sessi on 2 


82 Game, Party 


1-?P BBorAB, KP 


NI 


G 24 


Simon 


79 Game, Logic 


IP 88, 1H 


ARC 


E 2 


Simon Says 


81 Game, Memory 


IP BBorAB 


SS 


G 33 


Sink the U-Boat 


81 Game, War 


IP BBorAB, 1H 


LMS 


G 17 


Ski Slope 


82 Game, Skill 


IP AB, 1H 


EL 


G 11 


Skunk 


81 Game, Dice 


1-4P BBorAB, 1-4H 


NI 


G 24 


Sloshed 


82 Game, Skill 


1-4P AB, 1-4H 


NI 


G 25 


Slot Machine 


80 Game, Casino 


IP BBorAB 


WM 


G 43 


Slot Machine 1 


79 Game, Casino 


IP BB, 1H 


ARC 


E 3 


SI ot Machine I I 


79 Game, Casino 


1-2P BB, 1-2H 


ARC 


E 5 


SI ot Machine I I I 


80 Game, Casino 


IP BB, lh 


ARC 


E 7 


Slot Machine IV 


80 Game, Casino 


IP BBorAB 


ARC 


E 16 


Smack-Up 


81 Game, Skill 


IP BBorAB 


SS 


G 33 


Snake 


82 Game, Skill 


IP AB 


SS 


G 36 


Sneaky Snake 


83 Game, Skill 


1-4P Cartridge 


NI 


G 26 


Solar Conqueror 


Game, Space 


1-4P Cartridge 


ACI 


F 2 


Space Chase 


80 Game, Space 


IP BBorAB, KP 


WM 


G 43 


Space Checkers 


81 Game, Strategy 


2P BBorAB, 2H 


LMS 


G 17 


Space Dock 


82 Game, Simulation 


IP BBorAB 


SS 


G 34 


Space Fortress 


Game, Space 


1-4P Cartridge 2012 


ACI 


F ' 1 


Space Gauntlet 


82 Game, Skill 


IP BBorAB, 1H 


tA 


G 37 


Space Sleuth 


81 Game, Adventure 


1-4P BBorAB, 1-4H 


LMS 


G 17 


Space Spiders 


83 Game, Space 


IP AB, 1H 


ARC 


E 23 


Space Quest 2081 


81 Game, Space 


IP BBorAB, 1H 


LMS 


G 16 


.Spacewar I 


79 Game, Space 


2P BB,2H 


ARC 


E 4 


Spacewar II 


80 Game, Space 


IP BB, 1H 


ARC 


E 6 


Speed Math 


Educational , Math 


IP Cartridge 4001 


ACI 


F 2 


Speed Math 


80 Game, Math 


1-2P BBorAB, 1H 


WM 


G 43 


Speed 0 Math 


80 Game, Math 


IP BB.KP 


ARC 


E 9 


Spel 1 'N Score 


Game, Word 


1-4P Cartridge 4002 


ACI 


F 2 


Spinning Wheel 


81 Game, Casino 


?P BB,?H 


ARC 


E 11 


Star Base 2000 


81 Game, Space 


IP BBorAB, 1H 


LMS 


G 16 


Star Battle 


Game, Space 


1-2P Cartridge 2005 


ACI 


F 1 


Star Cruiser 


82 Game, Space 


IP AB, 1H 


SS 


G 36 


Star Siege 


82 Game, Skill 


IP BB 


ARC 


E 17 


Starf ighter 


81 Game, Space 


IP BB, 1H 


ARC 


E 13 


Starship Astro 


81 Game, Space 


IP AB, 1H 


SS 


G 32 


Starship Command 


82 Game, Skill 


IP BBorAB 


EL 


G 9 


Stranded on Rigel 5 *100 


82 Game, Space 


IP BB 


ARC 


E 15 


Strategic Air Command 


81 Game, War 


IP BB, 1H 


ARC 


E 11 


Sub Hunter 


8 1 Game , War 


IP BB, 1H 


ARC 


E 11 


Subsearch 


80 Game, War 


IP BB 


ARC 


E 8 


Super Craps 


81 Game, Casino 


1-4P BBorAB 


SS 


G 32 


Super Missile Attack 


82 Game, War 


IP AB, 1H 


SS 


G 36 


Super Slot 


81 Game, Casino 


1-4P BBorAB 


SS 


G 32 


Super Smack-Up 


82 Game, Skill 


IP AB 


SS 


G 33 


Swordf ight 


83 Game, Starter 


IP BB,AB,1H 


ARC 


E 21 


Target<Trio of Games) 


80 Game, Skill 


IP BBorAB, 1H 


LMS 


G 16 


Ten Pins 


82 Game , Spor t 


1-4P BBorAB 


EL 


G 10 


Tennis 


Game, Sport 


2P Cartridge 3001 


ACI 


F 1 


The CUBE *100 


82 Game, Logic 


IP BB,KP 


ARC 


E 14 


The Fox and the Hare 


80 Game, Board 


2P BBorAB, 2H 


LMS 


G 17 


The Gate Escape 


83 Game , Skill 


1-4P AB, 1-4H 


Mi 


G 43 


The Gate Escape 


83 Game , Skill 


1-4P BR,XM 


WM 


G 44 


The Incredible Wizard 


Game , Skill 


1-2P Cartridge 2017 


ACI 


F 1 


The Mummy's Treasure 


81 Game, Board ' 


1-4P BBorAB, 1-4H 


LMS 


G 17 


The Pi ts 


81 Game, Maze 


IP BB, 1H 


ARC 


E 12 


Ti c-Tac-Douoh 


81 Game, Board 


IP BBorAB 


SS 


G 32 


Tournament Obstacle Course81 Game, Maze 


1-10P BBorAB, 1H 


WM 


G 43 


Tower of Hanoi 


81 Game, Puzzle 


IP BB, 1H 


ARC 


E 10 


Tower of Machor 


82 Game , DfcD 


IP AB 


TJ 


G 40 


Trapshoot 


83 Game, Sport 


1-4P BB,AB, 1-4H 


ARC 


E 21 


Treasure Cove 


83 Game, Skill 


Cartridge 


EL 


G 12 


Twixt 


81 Game, Board 


IP BB, 1H 


ARC 


E 11 


Vindicator 


82 Game, Strategy 


IP AB 


tA 


G 38 


Viper i an 


82 Game , Skill 


IP AB. 1H 


tA 


G 37 


Whiz Quiz (Trivia) 


82 Game, Quiz 


IP BBorAB 


WM 


G 43 


Wi 1 dcatter 


82 Game, Economic 


1-4P BBorAB 


EL 


G 10 
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Pace 


Word Hunt *100 


82 


Game, Word 


1-4P BB,AB,1H 


ARC 


E 


18 


Yahtz** 


80 


Game, Dice 


1-4P BB.1-4H 


ARC 


E 


8 


Yahtz** 


80 


Game, Dice 


1-4P BBorAB, 1H 


WM 


G 


43 


Zapp*r 


82 


Game, Skill 


IP AB 


SS 


G 


35 


Zappi t 


80 


Game, Space 


IP BB, 1H 


ARC 


E 


6 


3D Tic Tac To* 


81 


Game, Board 


2P BBorAB, 2H 


LMS 


G 


17 


13 Puzzl* 


80 


Game, Puzzle 


IP BB, 1H 


ARC 


E 


7 


280 ZZZAP 




Game, Skill 


IP Cartridge 


2001 AC I 


F 


1 


2000 AD 


80 


Game, Space 


IP BB, 1H 


ARC 


E 


4 


GRAPHICS 


A1 chemi symmetrical 


81 


Graphics 


BB 


ARC 


E 


10 


ARCADIAN Sampler 


60 


Graphics 


BB 


ARC 


E 


4 


Art Show 


82 


Graphics 


AB 


tA 


G 


38 


BALLY Christmas Card 


82 


Graphics, Art 


BB.AB 


ARC 


E 


18 


Boo 


81 


Graphics 


BB 


ARC 


E 


13 


Char. Siz* tc Print Loc . 


79 


Tutorial , Graphics 


BB 


ARC 


E 


3 


Circle Plotter 


81 


Graphics 


BB 


ARC 


E 


9 


Circles 


81 


Graphics 


BB 


ARC 


E 


11 


Color Chart 


81 


Graphics 


BB 


ARC 


E 


10 


Color Selector 


82 


Graphics, Utility 


BBorAB, 1H 


ARC 


E 


18 


Computer Crochet 


82 


Graphics, Art 


BBorAB 


ARC 


E 


1 4 


Creating Spec. Graphics 


81 


Tutorial, Graphics 


BB 


ARC 


E 


11 


Elect. Visual. Center 


80 


Graphics 


BB 


ARC 


E 


5 


Fireworks 


82 


Graphics 


AB 


tA 


G 


38 


Grandfather Clock 


81 


Time, Graphics 


BB 


ARC 


E 


10 


Graphic Character Maker 


81 


Graphics, Utility 


BB 


ARC 


E 


11 


Graphic Program 


82 


Graphics 


BB 


ARC 


E 


14 


Graphics Assembler 


80 


Graphics, Utility 


BB 


ARC 


E 


8 


Graphix Tablet Simulator 


82 


Graphics 


8R,VS,XB,1H ARC 


E 


17 


Halloween Ghost 


80 


Graphics 


BB 


ARC 


E 


8 


Life 


82 


Graphics, Simulation BBorAB 


GMC 


G 


15 


Logo 


79 


Graphics 


BB 


ARC 


E 


5 


L-I Reverse Box Set 


82 


Graphics, Art 


BBorAB 


ARC 


e 


14 


Magic Register 


82 


Tutorial, Graphics 


BB 


ARC 


E 


14 


Memory Doodle 


81 


Graphics 


BB 


ARC 


E 


11 


More Art Prog. G III 


83 


Graphics, Demo 


BB,AB 


ARC 


E 


18 


New Graphic Char. Maker 


81 


Graphics, Utility 


88, 1H 


ARC 


E 


13 


Old Glory 1982 


82 


Graphics 


88, AB 


ARC 


E 


14 


Pre-Tutorial Pixels 


81 


Tutorial, Graphics 


BB 


ARC 


E 


11 


Random Art 


79 


Graphics 


BB 


ARC 


E 


3 


Short Program Selection 


81 


Graphics, Math 


BB 


ARC 


E 


10 


SNAP and SHOW 


83 


Tutorial, Graphics 


A8 


ARC 


E 


19 


SNAP and SHOW Update 


83 


Tutorial, Graphics 


AB 


ARC 


E 


21 


Spirals I 


80 


Graphics 


BB 


ARC 


E 


7 


Spirals II 


80 


Graphics 


BB 


ARC 


E 


8 


Symmetrical Art 


81 


Graphics 


BB 


ARC 


E 


12 


4D2 *100 


81 


Graphics 


BB 


ARC 


E 


13 


ma 


Batting Average 


83 


Math, Personal 


AB 


ARC 


E 


23 


Bingo Math 




Educational , Math 


2P Cartridge 


4001 AC I 


F 


2 


Distance between 2 Pts 


79 


Math 


BB 


ARC 


E 


4 


G.C.F. and L.C.M. 


83 


Math, Educational 


IP AB 


ARC 


E 


21 


Short Program Selection 


81 


Graphics, Math 


BB 


ARC 


E 


18 


Speed Math 




Educational , Math 


IP Cartridge 


4001 AC I 


F 


2 


Speed Math 


80 


Game, Math 


1-2P 8BorAB, 1H 


WM 


G 


43 


Speed 0 Math 


80 


Game , Math 


IP BB,KP 


ARC 


E 


9 


Square Root 


79 


Math 


BB 


ARC 


E 


4 
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MISCELLANEOUS 



AB Circuit Layout 
Color Monitor Circuit 
General Video Assembler 
I/O Switch 
Monitor Connection 
Motherboard Modification 
Questions? 

Screen Printer 
Screen Ram Word Proces. 
Tape Duplication Ckt 
IK Memory Addition 



MONTHLY COLlt-M 

The Bit Fiddler Corner 1 
The Bit Fiddler Corner 2 
The Bit Fiddler Corner 3 
The Bit Fiddler Corner 4 



MUSIC 

Bach's 15 2part Invent. 
BALLY ARCADE Ragtime 
Chord Progressions 
Expanded Music Program 
Guitar Course 
Guitar Course (Tuning) 

Hel 1 o Dol 1 y 

Musical Staff 

Music Composer 

Music Processor Commands 

Music Synthesizer Pt 1 

Music Synthesizer Pt 2 

Music < 3-voice) 

New Music Program 
Popeye the Sailor 
Sinfona to Cantata 
Wavemakers Music Keyboard 
2 Letter Music Maker 
3-voice Music 
3-voice Music Assembler 
27 ARCADE Xmas Songs 



PERSONAL 

Batting Average 
Bi orhy thm 
Biorhythm I 
Biorhythm II 
Biorhythms 
Digital Couch 



82 Mi sc. 

82 Project 

83 Machine Language 

82 Project 

83 Project 

81 Project 

83 Owner Questions 

82 Interface 

82 Word Processor 
82 Project 
82 Project 



82 Monthly Column 

83 Monthly Column 
83 Monthly Column 
83 Monthly Column 



80 Music, 3-voice 
88 Music, 3-voice 
80 Educational , Music 
83 Music, 3-voice 
80 Educational , Music 

80 Educational , Music 

79 Music 

81 Music 

80 Music 

83 Tutorial, BR, Music 
79 Tutorial , Music 

79 Tutorial, Music 

80 Music 

81 Tutorial , Music 

79 Music 

82 Music , 3-voice 

83 Music, 2-voice 
82 Music 

80 Tutorial, Music 
82 Music, 3-voice 

81 Music, 3-voice 



83 Math, Personal 
Personal 

79 Personal 

80 Personal 

83 Personal , Educational 

81 Game, Personal 



AB 


ARC 


E 


14 


BBorAB 


ARC 


E 


15 


AB ,XM 


NI 


G 


25 


AB 


ARC 


E 


13 


BB ,AB 


ARC 


E 


23 


BB 


ARC 


E 


11 


A1 1 


ARC 


E 


20 


BB.TRS LP VII 


ARC 


E 


Id 


BB only 


GMC 


G 


15 


BBorAB 


ARC 


E 


15 


BB 


ARC 


E 


13 



MLM 


ARC 


E 


19 


MLM 


ARC 


E 


19 


MLM 


ARC 


E 


22 


MLM 


ARC 


E 


23 



BBorAB 


GMC 


G 


14 


BBorAB 


GMC 


G 


14 


BB.AB, 1H 


WM 


G 


43 


AB 


BE 


G 


7 


BB,AB 


WM 


G 


43 


BB,AB, 1H 


WM 


G 


43 


BB 


ARC 


E 


5 


BB 


ARC 


E 


10 


BB,AB 


Mi 


G 


43 


BR 


ARC 


E 


24 


BB 


ARC 


E 


3 


BB 


ARC 


E 


4 


BB 


ARC 


E 


7 


BB 


ARC 


E 


13 


BB 


ARC 


E 


5 


AB only 


GMC 


G 


14 


AB, 1H 


ARC 


E 


20 


AB, 1H 


ARC 


E 


17 


BB 


ARC 


E 


7 


BBorAB 


GMC 


G 


14 


BBorAB 


GMC 


G 


14 



AB 


ARC 


E 


23 


Cartridge 4004 


ACI 


F 


2 


BB 


ARC 


E 


5 


BB 


ARC 


E 


d 


B8,AB 


ARC 


E 


24 


BB 


ARC 


E 


10 



REVIEWS (Hardware, Product 

BR Utility 3.2 
Extended Memory 
Extended Memory 
Machine Code Programming 
Machine Language Monitor 
Machine Language Monitor 
Product Review 
R li L Memory Expansion 
The Game Player 



and Software) 

83 Product Review 
83 Product Review 
83 Product Review 
82 Review 
82 Product Review 

82 Product Review 

83 Product Review 
83 Hardware Review 

Software Review See 



BR 


ARC 


E 


23 


XB 


ARC 


E 


24 


XB 


ARC 


E 


24 


BB.AB, MLM 


ARC 


E 


Id 


BB,AB,MLM 


ARC 


E 


14 


BB.AB, MLM 


ARC 


E 


14 


X8 


ARC 


E 


24 


XM 


ARC 


E 


20 


all pages after 


ARC 


E 


Id 
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SOUND 



Frequencies 


79 


Sound 






8B 


ARC 


E 


4 


New Sound 


83 


Tutorial , 


Sound 




AB 


ARC 


E 


20 


Sound Graph 


79 


Sound 






SB 


ARC 


E 


3 


Sound Variable Conversion 


83 


Tutorial , 


Sound 




AB 


ARC 


E 


28 


Surf Sounds and Crickets 


81 


Sound 






BB 


ARC 


E 


9 


Touch Tone Simulate 


79 


Sound 






BB 


ARC 


E 


3 


IWE 


















Analog Clock 


83 


Time, Clock 




B8,AB 


ARC 


E 


20 


Analog NonDigital Clock 


81 


Time, Clock 




BBorAB 


GMC 


G 


15 


Anal og(Nondi gi tal > Cl ock 


81 


Time 






BB 


ARC 


E 


12 


Cl ock 


79 


Time 






BB 


ARC 


E 


2 


Day of Meek I c Calendar 


88 


Tim* 






BB 


ARC 


E 


9 


Grandfather Clock 


81 


Time, Graphics 




BB 


ARC 


E 


10 


Tel 1 ing Time 


81 


Time, Educational 


IP 


BB, 1H 


ARC 


E 


12 




















A Few Mel 1 Aimed POKEs 


83 


Tutorial , 


XB 




XB 


ARC 


E 


24 


A8-BB Differences 


82 


Tutorial 






BB,AB 


ARC 


E 


13 


ASCII Val ues, 2-Let .Var ■ 


83 


Tutorial , 


Beginner 




AB 


ARC 


E 


21 


ASTROVISION Editor 


81 


Tutorial 




AB 


ARC 


E 


13 


Backgr ound/Foreground 


80 


Tutorial 






BB 


ARC 


E 


8 


BALLY BASIC Text Area 


79 


Tutorial 






BB 


ARC 


E 


4 


BALLY BASIC Translations 


79 


Tutorial 






BB 


ARC 


E 


4 


Beginning Programming 


79 


Tutorial 






BB 


ARC 


E 


3 


Boolean Logic 


83 


Tutorial , 


Beginner 




BB.AB 


ARC 


E 


24 


BOX-LINE Subroutines 


83 


Tutorial , 


Beginner 




BB.AB 


ARC 


E 


21 


8R PLAY X< > Command 


83 


Tutorial , 


Blue Ram 




BR 


ARC 


E 


23 


BR Programming 


88 


Tutorial 






BB,BR 


ARC 


E 


9 


Cartridge Conversion 


82 


Tutorial 






88, AB 


ARC 


E 


14 


Cartridge Swapping II 


82 


Tutorial 






BB.AB 


ARC 


E 


13 


Cartridge Swapping III 


82 


Tutori al 






BB.AB 


ARC 


E 


14 


Char. Size It Print Loc. 


79 


Tutorial , 


Graphics 




BB 


ARC 


E 


3 


CHRDIS I 


82 


Tutorial , 


Advanced 




AB 


ARC 


E 


18 


CHRDIS II 


82 


Tutorial , 


Advanced 




AB 


ARC 


E 


19 


CHRDIS III 


82 


Tutorial , 


Advanced 




AB 


ARC 


E 


20 


Creating Spec. Graphics 


81 


Tu tor i al , 


Graphics 




BB 


ARC 


E 


11 


Data Storage 


79 


Tutorial 






BB 


ARC 


E 


2 


File Search 


80 


Tutorial , 


Utility 




BB on 1 y 


ARC 


E 


9 


File Search 


80 


Tutorial , 


Utility 




AB on 1 y 


ARC 


E 


22 


Getting most out of 1880 


83 


Tutorial , 


Intermediate 


BB.AB 


ARC 


E 


21 


Getting Things Together 


83 


Tutorial , 


Beginner 




BB,AB 


ARC 


E 


22 


Horizontal Scrolling I 


82 


Tutorial 






AB 


ARC 


E 


17 


Horizontal Scrolling II 


82 


Tutori al 






AB 


ARC 


E 


17 


How to Us* String Arrays 


83 


Tutorial , 


Beginner 




BB.AB 


ARC 


E 


22 


Hybrid Programs 


80 


Tutorial 






88, BR 


ARC 


E 


8 


If Statements 


79 


Tutorial 






BB 


ARC 


E 


3 


If Statements 


79 


Tutorial 






BB 


ARC 


E 


3 


IF, AND, OR Explanation 


79 


Tutorial 






BB 


ARC 


E 


2 


LINE Numbers 


82 


Tutorial 






AB 


ARC 


E 


14 


LINE Numbers II 


82 


Tutorial 






AB 


ARC 


E 


17 


Magic Register 


82 


Tutorial , 


Graphics 




BB 


ARC 


E 


14 


Memory Addressing 


79 


Tutorial 






BB 


ARC 


E 


4 


Memory Tutorial I 


79 


Tutorial 






BB 


ARC 


E 


4 


Memory Tutorial II 


80 


Tutor i al 






BB 


ARC 


E 


4 


Memory Tutorial III 


80 


Tutorial 






BB 


ARC 


E 


7 


Memory Tutorial IV 


80 


Tutorial 






BB 


ARC 


E 


7 


More Blue Ram BASIC 


81 


Tutorial 






BB 


ARC 


E 


10 


Mul ti -processing 


80 


Tutorial 






BB 


ARC 


E 


9 


Music Processor Commands 


83 


Tutorial , 


Blue Ram 




BR 


ARC 


E 


24 


Music Synthesizer Pt 1 


79 


Tutorial , 


Music 




BB 


ARC 


E 


3 


Music Synthesizer Pt 2 


79 


Tutorial , 


Music 




BB 


ARC 


E 


4 


New Music Program 


81 


Tutorial , 


Music 




BB 


ARC 


E 


13 


New Sound 


33 


Tutorial , 


Sound 




AB 


ARC 


E 


20 


Orbi t Demo 


81 


Tutor i al , 


Gam* 


IP 


8B, 1H 


ARC 


E 


13 


Overcoming Loading Prob. 


82 


Tutorial 






AB 


ARC 


E 


17 


PEEK and POKE <X> 


83 


Tutorial , 


Beginner 




AB 


ARC 


E 


24 


Plain BASIC Talk 1 


82 


Tutorial , 


Intermedi ate 


BB.AB 


ARC 


E 


18 


Plain BASIC Talk 2 


82 


Tutorial , 


I n termedi ate 


BB,AB 


ARC 


E 


19 


Plain BASIC Talk 3 


82 


Tutorial , 


Intermediate 


BB.AB 


ARC 


E 


20 
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22 

P&oe 


Plain BASIC Talk 4 


82 


Tutorial, Intermediate 


BB,AB 


ARC 


E 


24 


Pre-Tutorial Pixels 


81 


Tutorial, Graphics 


BB 


ARC 


E 


11 


Printing with AB 


82 


Tutorial, Application 


BB.AB 


ARC 


E 


19 


Programming Tech. I 


81 


Tutorial 


BB 


ARC 


E 


10 


Programming Tech. II 


81 


Tutorial 


BB 


ARC 


E 


10 


Program Analysis 


83 


Tutorial, Intermediate 


B8.AB 


ARC 


E 


23 


Program Analysis 


83 


Tutorial , Intermediate 


BB.AB 


ARC 


E 


24 


Program Title b Instr. 


80 


Tutorial 


BB 


ARC 


E 


9 


PX Function 


79 


Tutorial 


BB 


ARC 


E 


4 


Random Numbers, Loops 


83 


Tutorial, Beginner 


BB,AB 


ARC 


E 


20 


Recording in AB 


83 


Tutorial, Application 


AB 


ARC 


E 


19 


Safe Area for POKEs 


83 


Tutorial, Blue Ram 


BR 


ARC 


E 


21 


Screen Operation 


79 


Tutorial 


BB 


ARC 


E 


2 


Scrol ling III 


83 


Tutorial , Utility 


AB 


ARC 


E 


22 


Serial and Parallel 


80 


Tutorial 


BB 


ARC 


E 


7 


SmP and SHOW 


83 


Tutorial , Graphics 


AB 


ARC 


E 


19 


SNAP and SHOW Update 


83 


Tutorial, Graphics 


AB 


ARC 


E 


21 


Sound Variable Conversion 


83 


Tutorial , Sound 


AB 


ARC 


E 


20 


Subroutine M81 


83 


Tutorial, Advanced 


BB.AB 


ARC 


E 


21 


Subroutines 


79 


Tutorial 


BB 


ARC 


E 


4 


Tape Loading 


81 


Tutorial , Utility 


AB 


ARC 


E 


15 


Tape Loading Hethod 


81 


Tutorial , Utility 


BB 


ARC 


E 


13 


Taping Memory 


80 


Tutorial , Uti 1 i ty 


BB 


ARC 


E 


9 


Title Page 


83 


Tutorial, Intermediate 


BB.AB 


ARC 


E 


21 


Top 5 Today 


82 


Tu tor i al , Utility 


BB,AB 


ARC 


E 


15 


Two Bytes Worth 


82 


Tutorial 


AB 


ARC 


E 


17 


Using ASTR08ASIC Editor 


82 


Tutorial 


AB 


ARC 


E 


17 


Variable, Screen Position 


82 


Tutorial , Beginner 


BB.AB 


ARC 


E 


18 


What is a Program, CX,CY 


82 


Tutorial, Beginner 


BB.AB 


ARC 


E 


18 


XB Character Display 


83 


Tutorial , XB 


XB 


ARC 


E 


22 


3-voice Music 


80 


Tutorial , Music 


BB 


ARC 


E 


7 


3159 or 3144 ROM 


83 


Tutorial 


BB,AB 


ARC 


E 


19 


8 (HURRAY) 


83 


Tutorial, Intermediate 


BB.AB 


ARC 


E 


22 


UTILITY 


Base Conversion 


80 


Utility 


BB 


ARC 


E 


8 


BR Printer Functions 


83 


Utility, Printer 


BR 


ARC 


E 


23 


Color Selector 


82 


Graphics, Utility 


BB,AB, 1H 


ARC 


E 


18 


File Search 


80 


Tutorial , Uti 1 i ty 


BB only 


ARC 


E 


9 


File Search 


83 


Tutorial , Utility 


AB 


ARC 


E 


22 


Graphic Character Maker 


81 


Graphics Utility 


BB 


ARC 


E 


11 


Graphics Assembler 


80 


Graphics Utility 


BB 


ARC 


E 


8 


Hex .Poker 


81 


Utility 


BB 


ARC 


E 


11 


Hex to Decimal 


79 


Utility 


BB 


ARC 


E 


2 


Interupt Routine 


80 


Util i ty 


BB 


ARC 


E 


2 


Line Statements 1 by 1 


83 


Utility, Aid 


B8,AB 


ARC 


E 


20 


Memory Conten ts-Bi nary 


79 


Utility 


BB 


ARC 


E 


2 


Memory Contents-Hex 


79 


Utility 


BB 


ARC 


E 


3 


Memory Display 


79 


Utility 


BB 


ARC 


E 


3 


Memory Map of AB Vari. 


83 


Utility 


AB 


ARC 


E 


20 


New Graphic Char. Maker 


81 


Graphics Utility 


BB, 1H 


ARC 


E 


13 


Resequencing 


79 


Utility 


BB 


ARC 


E 


4 


Scrol ling III 


83 


Tutor i al , Utility 


AB 


ARC 


E 


22 


Tape Loading 


81 


Tutorial , Utility 


AB 


ARC 


E 


15 


Tape Loading Method 


81 


Tutorial , Utility 


BB 


ARC 


E 


13 


Taping Memory 


80 


Tutor i al , Utility 


BB 


ARC 


E 


9 


Title Page 


83 


Tutorial j Intermediate 


BB.AB 


ARC 


E 


21 


Top 5 Today 


82 


Tutorial , Utility 


BB.AB 


ARC 


E 


IS 
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Source Page 



Equipment 

Type Reou i red 



ALPHABETIZED HARDWARE INDEX 



ARCADE Suitcase SC-1 


83 


Accessory, Case 


ARCADE 


BE 


G 


6 


ARCADIAN Newsletter 78- 


-8? 


Newsl et ter 


ARCADE 


ARC 


6 


5 


As tr oBUGS 


32 


National User Group 


ARCADE 


AUG 


K 


1 


Astrocade Underground 


84 


Newsletter, Free 


ARCADE 


ABC 


H 


1 


BALLYCHECK Tester 


82 


Accessory, System Check 


ARCADE 


RGB 


G 


45 


Blue Ram Extended BASIC 


82 


Language, Videocade 


BR,VS,RL 


PE 


G 


29 


Blue Ram Keyboard 


82 


Keyboard, 62 keys 


BR 


PE 


G 


29 


Blue Ram 16K 


82 


Add-On, Memory, 8* I/O 


ARCADE, XB 


PE 


G 


28 


Blue Ram 32K 


82 


Add-On, Memory, & I/O 


ARCADE, XB 


PE 


6 


28 


BSR Controller I/O 


82 


I n terf ace 


BR,BSR 


PE 


G 


29 


C-2 Cassettes 


32 


Accessory 




NI 


G 


25 


C-16 Cassettes 


82 


Accessory 




NI 


G 


25 


Design Pad Mach. Lang. 


83 


Accessory, Pad 


ARCADE 


SPS 


G 


31 


Design Pad BASIC 


83 


Accessory, Pad 


ARCADE 


SPS 


G 


31 


Michigan AstroBUGS 


82 


National User Group 


ARCADE 


AUG 


J 


1 


Modem/Pr i n ter Interface 


82 


I n terf ace 


BR,Star Modem 


PE 


G 


29 


Oak Base Keyboard Enc . 


32 


Accessory, Enclosure 


ARCADE, BR 


EH 


G 


8 


Printer Interface 


82 


Interface 


BR 


PE 


G 


29 


Switch Box SWBX— 1 


83 


Accessory, Switch 


ARCADE 


BE 


G 


6 


Swi tch Box SWBX— 2 


83 


Accessory, Switch 


ARCADE 


BE 


G 


6 


Z-grass System 


83 


Computer System 


ARCADE 


AE 


G 


1 


64 K Ram Board 


82 


Add-on , Memory 


ARCADE 


RL 


G 


30 
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HARDWARE INDEX BY SOURCE 
ABC Hobbycraft (ABC) Guy McLimore 



Astrocade Underground 


84 Newsletter, Free 


ARCADE 


ABC 


H 


1 


Alternative Enoineerino 


(VI PER System) (AE) Earl 


Harr i ngton 








2-grass System 


83 Computer System 


ARCADE 


AE 


6 


1 


ARCADIAN Newsletter (ARC) Bob Fabris, Publisher 










ARCADIAN Newsletter 78- 


-8? News! et ter 


ARCADE 


ARC 


G 


5 


Bob's Electronics (BE) Bob Pease 










ARCADE Suitcase SC- 1 


83 Accessory, Case 


ARCADE 


BE 


G 


6 


Switch Box SWBX-1 


83 Accessory, Switch 


ARCADE 


BE 


G 


6 


Switch Box SWBX-2 


83 Accessory, Switch 


ARCADE 


BE 


G 


6 


Ed Horoer < EH) 












Oak Base Keyboard Enc . 


82 Accessory, Enclosure 


ARCADE, BR 


EH 


G 


8 


Michioan AstroBUGS (AUG) Peooy Gladden, Treasurer 










Michigan AstroBUGS 


82 National User Group 


ARCADE 


AUG 


J 


1 


New Imaoe (NI) Don Gladden 










C-2 Cassettes 


82 Accessory 




NI 


G 


25 


C- 10 Cassettes 


82 Accessory 




NI 


G 


25 


Perkins Enoineerino (PE) John and Clyde Perkins 










Blue Ram Extended BASIC 


82 Language, Videocade 


BR,VS,RL 


PE 


G 


2? 


Blue Ram Keyboard 


82 Keyboard, 62 keys 


BR 


PE 


6 


29 


Blue Ram 16K 


82 Add-On, Memory &c I/O 


ARCADE, XB 


PE 


G 


28 


Blue Ram 32K 


82 Add-On, Memory & I/O 


ARCADE, XB 


PE 


G 


28 


BSR Controller I/O 


82 Interface 


BR , BSR 


PE 


G 


29 


Modem/Pr i n ter In ter -face 


82 Interface 


BR,Star Modem 


PE 


G 


29 


Printer Inter-face 


82 Interface 


BR 


PE 


G 


29 


RGB Electronics (RGB) Richard Belton 










BALLYCHECK Tester 


82 Accessory, System Check ARCADE 


RGB 


G 


45 


R & L Enterprises (RL) 


Rusty Blommeart and Dale 


Smi th 








64 K Ram Board 


82 Add-on, Memory 


ARCADE, XB 


RL 


G 


30 


Soectre Svs terns (SPS) Brett Bilbrey etc. 










Design Pad Mach. Lang. 


83 Accessory, Pad 


ARCADE 


SPS 


G 


31 


Design Pad BASIC 


83 Accessory, Pad 


ARCADE 


SPS 


G 


31 
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HARDWARE INDEX BY TYPE 



Accessories 

ARCADE Suitcase SC-i 
BALLYCHECK Tester 
C-2 Cassettes 
C-10 Cassettes 
Design Pad Mach. Lang. 
Design Pad BASIC 
Oak Base Keyboard Enc . 
Switch Box SWBX-1 
Switch Box SWBX-2 

Add-On 

B1 ue Ram 16K 
Blue Ram 32K 
64 K Ram Board 

Computer System 

Astrocade ARCADE 
Astrocade ARCADE 
2-grass System 

I n terf ace 

BSR Controller I/O 
Modem/Printer Interface 
Printer Interface 

Keyboard 

B! ue Ram Keyboard 
Language 

Blue Ram Extended BASIC 

Memory 

Blue Ram 16K 
Blue Ram 32K 
64 K Ram Board 

Newsletter and National 

ARCADIAN Newsl et ter 78 
AstroBUGS 

Astrocade Underground 



YR 



Hardware Index Section 



Type 



Equipment 
Regu i red 



Page D 3 
Source Page 



83 


Accessory , 


Case 


ARCADE 


BE 


G 


6 


82 


Accessory , 


System Check 


ARCADE 


RGB 


G 


45 


82 


Accessory 






NI 


G 


25 


82 


Accessory 






NI 


G 


25 


83 


Accessory , 


Pad 


ARCADE 


SPS 


G 


31 


83 


Accessory , 


Pad 


ARCADE 


SPS 


G 


31 


82 


Accessory , 


Enel osure 


ARCADE, BR 


EH 


G 


8 


83 


Accessory , 


Swi tch 


ARCADE 


BE 


G 


6 


83 


Accessory , 


Swi tch 


ARCADE 


BE 


G 


6 



82 


Add-On , 


Memory 


& 


I/O 


ARCADE, XB 


PE 


G 


28 


82 


Add-On , 


Memory 


& 


I/O 


ARCADE, XB 


PE 


G 


28 


82 


Add-on , 


Memory 






ARCADE, XB 


RL 


G 


30 



83 


ARCADE UNITS 




CPU 


H 


2 


83 


ARCADE UNITS 




BE 


G 


6 


83 


Computer System 


ARCADE 


AE 


G 


1 



82 


Interface 


BR , BSR 


PE 


G 


2? 


82 


I n terf ace 


BR,Star Modem 


PE 


G 


29 


82 


I n terf ace 


BR 


PE 


G 


29 



82 


Keyboard , 


62 keys 


BR 


PE 


G 29 


82 


Language , 


Vi deocade 


BR,VS,RL 


PE 


G 29 



82 


Add-On , Memory &e 


I/O 


ARCADE, XB 


PE 


G 


28 


82 


Add-On , Memory 4 t 


I/O 


ARCADE, XB 


PE 


G 


28 


82 


Add-on , Memory 




ARCADE, XB 


RL 


G 


30 


User Group 












•8? 


Newsl et ter 




ARCADE 


ARC 


G 


5 


82 


National User Group 


ARCADE 


AUG 


K 


1 


84 


Newsletter, Free 




ARCADE 


ABC 


H 


1 
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This section contains a chronological description of the major programs, 
tutorials, projects and reviews published in the ARCADIAN Newsletter. The 
ARCADIAN has been published since November 1978 by Bob Fabris an engineer 
at Lockheed Missiles and Space Company, Inc.. The ARCADIAN has been and 
continues to be the major driving -force behind the spread of information, 
programs and peripherial equipment for use with the ARCADE. Over 200 
proqrams covering games, graphics, music, tutorials, business etc., have 
been published since 1978. 

The purpose of the ARCADIAN is to act as a user-dominated forum for the 
dessem i n a t i on of material having to do with the BALLY/Astrovi si on ARCADE. 
The ARCADIAN includes programs, operational hints, tutorials, reviews and 
advertisements for various software and hardware items. The underlaying 
reason for this newsletter is to help all ARCADE owners try to understand 
how and why the machine operates the way it does, and then make it 
operate the way you want it to, to expand its usefulness. 

Since the Newsletter is 95 percent subscr i ber-generated , material is 
always in demand. Text material should be submitted as typewritten copy, 
preferably 47 characters per line and single spaced. Program material 
should be submitted both as a listing and on tape with full instructions 
on loading and then operating the program. Contributions are accepted 
without payment. However, programs entered in the monthly Contest 
(Programs must be accompanied by a signed statement indicating "This 
program is largely my own efforts and not a copy of an existing program ) 
will be eligible for a $190 prize. At least three programs are required 
for the Contest to operate. A panel of five judges will determine which 
of the submitted programs is "best". Over 8 - *100 prizes have been 
awarded. In addition, it is the ARCADIAN'S policy to accumulate certain 
proQrams for subsequent sale on a tape, for which an author's royal i ty 
wi 1 1 be pai d . 



Back issues of the ARCADIAN Newsletter 



Bob Fabris 

3626 Morrie Drive 

San Jose, CA 95127 



Mol ume 


I 


1979 


1 1 


i ssues 


92 


pages 


Mo 1 ume 


I I 


1980 


10 


i ssues 


106 


pages 


Mol ume 


1 1 1 


1981 


12 


i ssues 


130 


pages 


Mol ume 


IM 


1982 


12 


i ssues 


124 


pages 


Mol ume 


M 


1983 


12 


i ssues 


182 


pages 


Mol ume 


MI 


1984 


12 


i ssues 


??? 


pages 



See Section G 1 for more information 



are available from: 

"The information, and programs 
included in the newsletter are 
priceless." R. M. Houser 1982 



*10.00 


US 


*12.00 


Can . 


*10.00 


US 


*12.00 


Can . 


*12.50 


US 


*15.09 


Can . 


*15.00 


US 


*29.00 


Can . 


*15.00 


US 


*20.00 


Can . 


*15.00 


US 


*20.00 


Can . 


about the 


ARCADIAN Newslette 



CAUTION 

If you have the back issues of the ARCADIAN, do not order anything 
advertised in issues more than a few months old as some sources are no 
longer producing some items as advertised. Contact the SOURCE or check in 
the’SQURCEBOOK to see if they are still producing the advertised 
mater i al . 
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Paoe E 2 ARCADIAN Newsletter; Page E 2 

Title YR Type Number of Equipment 

Author Volume-Page Description Players Required 

How to interpret the codes used in the ARCA DIAN Newsletter Descriptions 



BB 


BALLY Professional ARCADE with 
BALLY BASIC and external Audio 


BR 

VS 


Blue Ram Add-On 
VIPER System Add-On 






Cassette Interface. 


RL 

?H 


R it L Enterprises 44K Add-On 
Number of Handl es Needed Max . 


AB 


BALLY/ASTROV I S I ON/ASTROCADE 
with ASTROCADE/BALLY BASIC 


XB 

KP 


Extended BASIC Language 
Keypad 






Videocade 4804 with built-in 
Cassette Interface. 


MLM 


Machine Language Manager 


Videocade 



The article* included in ARCADIAN Newsletter were written by the person or 
persons indicated. 

The number* behind the ARC refer to the ARCADIAN Volume and page number on 
which the described entry first appeared, and the following page numbers 
refer to corrections, additions and extensions made to the original article. 

All the programs in the ARCADIAN prior to January 1982 are in the old BALLY 
BASIC, since Feburary 1982 programs can be in the old BALLY BASIC or the new 
ASTROBASIC. It will be noted in which BASIC the program is written. The 
changes required to change from old BALLY BASIC to new ASTROBASIC are 
minimual and are covered in the ARCADIAN 4-55. 

Simon 79 Game, Logic IP BB, 1H ” 

by, 8. Bilbrey The computer shows you a random sequence of colors which you 

J. Sorrell o have to repeat using the handles. Each time you get the 

ARC 1-35,45,77 sequence correct another color is added to the sequence for 
you to guess. See how long a sequence you can remember. 



Clock 79 Time BB 

byiJ. Cousins This program produces a digital clock on the screen. 



ARC 1-34 



Hex to Decimal 79 Utility BB 

bytE. Sams This program converts hex numbers to decimal numbers. 



ARC 1-34 



Reverse 79 Game, Logic IP BB,1H 

by, 8. Bilbrey The object is to put nine numbers in ascending order that 

M. Toth are initially in random order. Use the knob to identify the 

ARC 1-38,44 numbers to be moved, and the trigger to initiate the move. 



Screen Operation 79 Tutorial BB 

byi J. Perkins Tutorial explaining some of the basic's of screen operation. 



ARC 1-48 



IF, AND, OR Explanation 79 Tutorial B8 

by, J. Tai liefer IF, AND, OR statement explained. 



ARC 1-41 



Data Storage 79 Tutorial BB 

by,B. Weber This tutorial explains how to save a program, registers, and 

the strings. 

ARC 1-41 — — 



Checkers 1 
bysJ. Collins 

ARC 1-42 



79 Game, Board IP BB 

This program has been replaced by Checkers. II in ARCADIAN 

2 - 12 . 



Memory Con ten ts-Bi nary 79 Utility BB 

by ,M . Manowski This program yields the decimal number plus the 14 bit 
binary output for a selected memory location. 

ARC 1-43 — 
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Title YR Type Number of Equipment 

Author Volume-Paoe Description Players Required 

Random Art 79 Graphics BB 

byiE. Sams This program produces a moving box graphical presentation. 



ARC 1-44 , 45* 



Memory Contents-Hex 79 Utility BB 

bysG. Moser This program yields the hexidecimal number for a selected 

memory location. 

ARC 1-44 - — 



Bangman 
byiE. Sams 

ARC 1-48,70 



79 Game, Word 2P BB, 1H 

A quite clever twist to the old Hangman game. It has a good 
scheme for entering letters without them appearring on the 
screen, and a search routine for multi usage of letters. 



Char. Size k Print Loc . 79 Tutorial BB 

by:S. Walters Explanation of character size in pixels and also the print 
D. Ibach location resulting from use of the CX and CY commands. 

ARC 1-50 — 



IF Statements 79 Tutorial BB 
byiS. Walters More information on the IF Statement. 
D. Ibach __ _ 
ARC 1-52 



IF Statements 79 Tutorial BB 

byiJ. Taillefer IF Statements using greater than or less than. 



ARC 1-53 



Slot Machine I 79 Game, Casino IP BB, 1H 

bytE. Sams Casino Slot Machine game that keeps track of the bet, number 

of wins, and the amount of money you have. 

ARC 1-59,69,77 



Beginning Programming 79 Tutorial BB 

byjB. Fabris Some material for the beginner in programming and computer 
usage. 

ARC 1-56 



Amazed in Space 79 Game IP BB,1H 

by t ?????? The object of this game is to move the spaceship thru the 

maze as quickly as possible without hitting the walls. You 
ARC 1-60 select the path size, maze width and height, and the degree 

of difficulty. Your score is based on the input parameters. 

Music Synthesizer Part I 79 Tutorial BB 

byiC. Thomka In depth look at the music synthesizer. 



ARC 1-62 



Sound Graph 79 Sound BB,1H 

by iC. Thomka This program allows you to set the Master Counter <tcl6) , 

A Counter (Stl7) , B Counter <i<18> , C Counter <itl9) , Vibrato 
ARC 1-65 <&20> Vol A <b21> , Vol B and C <tc22> and Noise Vol <t«23> , to 

different values and here what the result sounds like. 

Touch Tone Simulate 79 Sound BB 

byiC. Thomka This program allows you to simulate the Bell Telephone Touch 

Tone sounds and by holding the telephone mouthpiece at the 
ARC 1-65 TV speaker you can dial a telephone number. 



Memory Display 79 Utility BB 

by>C. Thomka This is a nice memory dump program that displays the decimal 

and hexidecimal location numbers (Address) and the Data. It 
ARC 1-67 will do whole blocks by giving the starting and ending 

address. 
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Title YR Type Number of Equipment 

Author UgJ yinf-pagf Pt i on PI ay era Required 

Square Root 79 Math BB 

byiD. Stocker Calculates the square root of numbers up to 32,767 to the 
nearest whole number. 

ARC 1-67 ■ 



Distance Between 2 Points 79 Math BB 

byiD. Stocker This program calculates the distance (nearest whole number) 
between two points when given the corresponding X and Y 
ARC 1-67 locations. Also plots a graph and draws a line between the 

two points. This is for small values of X and Y. 



Frequencies 79 Sound BB 

byiB. Hood Converts frequencies to register values and vice-versa. 



ARC 1-70 



Music Synthesizer Fart 1 1 79 Tutorial BB 

by«C. Thomka In depth look at the music synthesizer continued. 



ARC 1-71 



Subroutines 79 Tutorial BB 

bytB. Fabris Subroutines explained. 



ARC 1-72 



Blackbox 79, Game logic IP BB 

byiB. Reany A Blackbox const ting of an 8x8 grid, has a preselected 

number of hidden atoms. You select a X-ray input point and 
ARC 1-74,77 by a set of X-ray penetration rules and results, must try 

to figure out where the atoms are located. 



BALLY BASIC Text Area 79 Tutorial BB 

byiD. Ibach Explains how to store data in the text area, write self 

modifying code and store machine code in the text. 

ARC 1-78 



Spacewar I 79 Game, Space 2P BB,2H 

byiD. Ibach Two player game in which you try to shoot the other player, 

however only when each of you fire can you be seen. 

ARC 1-79,2-4 



PX Function 79 Tutorial BB 

byiS. Halters Using the PX Function. 



ARC 1-81 



BALLY BASIC Translations 79 Tutorial 88 

bytS. Walpole Translating other BASIC's to BALLY BASIC. 



ARC 1-82 



Memory Addressing 79 Tutorial BB 

by i ???? Use of the 4K of RAM by the BALLY Software. 



ARC 1-87 



Microtrek 79 Game, Space IP B8 

byiB. Andrus Small but interesting version of the STAR-TREK game found on 

almost all big computers. You can move in the sector, move 
ARC 1-89,2-4 to a new quadrant, fire phasors, get sensor reports and 

status reports. Quite challenging for the BALLY. 



Resequencing 79 Utility BB only 

byiR. Schweitzer This is a utility program which will renumber you BALLY 

BASIC and record the renumbered program on tape. This is a 
ARC 1-91,2-11 great program to use in making your programs appear 

professional looking. It can result in saved memory space. 
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Title YR Type Number of Equipment 

Author Volume-Paoe Description Players Required 

Saucer Battle 79 Game, Space 1-2P BB,1-2H 

byiJ. Hurst One or two player game in which you shoot at each other's 

spaceship. Interesting -firing and hit routines. Difficulty, 
ARC 2-1,39 number of laser blasts, and maximum score can be 

preselected. Unique blowup graphics, 



'Logo 79 Graphics BB 

byiG. McLimore This program produces the logo used in the ARCADIAN. 



ARC 2-3 



Arcade Dice 79 Game, Casino 1-4P B8,1-4H 

by:K. Grismayer Provides electronic dice for up to four players to use in 
board games. Second game on menu plays CRAPS without odds 
ARC 2-6 and special bets, but Keeps track of come line bets. 



Checkers II 
by : J. Col I ins 

ARC 2-12 



79 Game, Board IP BB 

Computer plays checkers with you on screen board. You should 
be able to beat the computer at end play but watch out if 
you make a mistake. Good graphics and board layout. 



Attack 79 Game, Chase IP BB,1H 

by:C. Morimoto Game of chase. The object is to maneuver yourself into a 

position where all five attackers have destroyed themselves 
ARC 2-13 by smashing into walls in the process of chasing you. 



Hangman I 79 Game, Word 2P BB,1H 

by:C. Morimoto First player inputs word, second player tries to guess word 
before trapdoor is sprung. Good graphics routines. 

ARC 2-14 



Biorhythm I 79 Personal lP BB 

bytM. Angliss This program has been replaced by Biorhythm II in ARCADIAN 
2-44. 

ARC 2-15 



Number Match 
by:S. Walpole 

ARC 2-17 



79 Game,Number IP BB 

The object of this game is to match the numbers one at a 
time as quickly as possible for the highest score. Continue 
until the program stops. 



Hello Dolly 79 Music BB 

byss. Walpole One voice "Hello Dolly" music. 



ARC 2-17 



Popeye the Sailor 79 Music BB 

bysS. Walpole One voice "Popeye the Sailor" music. 



ARC 2-17 



Elect. Visualization Ctr. 88 Graphics BB 

byiD. Sandlin Graphically produced large letters of two text lines. 



ARC 2-28 



Slot Machine II 79 Game, Casino 1-2P B8,2H 

bysMueller Slot machine game having an interesting reel rotation 

routine. 

ARC 2-2 1 — — 



Monthly Loan Program 88 Business BB 

by:G. Hallquist This program calculates the monthly payments and total 

payment amount when you input the loan amount, the interest 
ARC 2-22 rate, and the months the loan will run. 
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Zappit 89 Game, Space IP BB,1H 

bytR. Swearingen Lock on the target using the handle, then use the trigger to 
fire your laser. 

ARC 2-23 



Bagels 79 Game, Logic IP BB 

bytC. Morimoto This Bagels gams gives you a random 3 digit non-duplicating 
number. You must use logic and the clues given after each 
ARC 2-2S / guess to find the number. A running average is computed from 

the number of guesses divided by the number of games won. 



Memory Tutorial I 79 Tutorial BB 

byiB. Fabris Tutorial on computer .memory. 



ARC 2-2? 



Spaccwar II 80 Game, Space IP BB 

byiD. Clark STAR-TREK type game in which you must try to destroy all the 

Klingons and the Death Star. You can raise/lower deflection 
ARC 2-31,47 shields, fire phasors, fire photon torpedoes, move to a new 

quadrant or self-destruct. 



Hamurabi 88 Game, Economic IP BB 

byiR. Houser Economic game in which you are the King. You must make 
decisions on running your kingdom economically for ten 
ARC 2-32 years. You must feed your people, buy and sell land, plant 

crops and after 19 years you will be scored on your rule. 



Bingo 89 Game, Board IP BB,1H 

by«E. Sams BINGO game in which you must decide whether the number given 

is on your card before time runs out, Use knob to indicate 
ARC 2-33 yes or no and trigger to register your choice. If you get 

five in a row before the computer does, you win. 



Connect Four I 88 Game, Logic 2P BB,2H 

byiL. Camnitz Try to get four of your pieces in a line vertically, 
horizontally, or diagonally before your opponent. 

ARC 2-33 



Memory Tutorial II 89 Tutorial BB 

byaB. Fabris Part 2 of tutorial on computer memory. 



ARC 2-38 



ARCADIAN Sampler 88 Graphics BB 

by»C. Anderson Letter Routine that gives you lower case letters in two 
versions. 

ARC 2-3? i ' 



O-Jello 88 Game, Logic IP BB,1H 

bytC. Perkins This is a Tiny Basic version of ■Othello* <Reversi> in which 
you play against the computer. Have fun trying to beat the 
ARC 2-41 computer. 



2998 AD 
byaE. Larkin 

ARC 2-42 



89 Game, Space IP B8,1H 

A shoot-em-up between an alien invader and a ground station. 
Use the knob to aim, the trigger to fire, and the handle to 
move abou t . 



Biorhythm II 
byiD. Walter 

ARC 2-44,53 


89 Personal BB 

You input the month-day-year of your birth and today's date. 
The total number of days you have lived will be calculated 
along with your physical index, intellectual index, and 
emotional index, and a graph will show the next 25 days. 


BIBLE Quiz 
byiB. Henzel 

ARC 2-48 


89 Educational 

A teching program for multiple 
case a BIBLE Quiz. 


2P BB 

choice questions, in this 
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Author Volume-Page Description Players Requi red 

BlacK Hole 80 Game, Space IP BB, 1H 

by:R. Picardi Try to achieve orbit with the mystery ship with the X and Y 
handle control. You should be at the same speed and distance 
ARC 2-50 , 45 from the BlacK Hole as the mystery ship. 





Slot Machine III 

by i 


80 

Casino slot 


Game 

machine game, 


IP BB, 1H 




ARC 2-51 











Bowl a Rama 80 Game, Sport 2P BB,2H 

by:B. Hensel Bowling game in which the computer displays^ the pins and 

keeps score. The ball is initially invisible at the bottom 
ARC 2-52, 45 of the screen. When you pull the trigger, the ball appears 

and you can control the ball by moving the handle. 

Mastermind 80 Game, Logic IP BB 

bysC. Burkemper Tiny BASIC version of the popular logic game. 



ARC 2-53 



Memory Tutorial III 80 Tutorial BB 

bysB. Fabris Part 3 of the tutorial on computer memory. 



ARC 2-54 



Artillery Duel 80 Game, War 2P BB,2H 

by»J. Perkins Each player in turn tries to load and aim his gun such that 
he will hit the other players gun emplacement and cause it 
ARC 2-5? to be destroyed. Ther are gravity and random wind effects. 

The handles are used for firing, aimming and loading the gun. 



Memory Tutorial IV 80 Tutorial BB 

by*B. Fabris Part 4 of the tutorial on computer memory. 



. ARC 2-60 



3-Voice Music 80 Tutorial BB 

by«G. Moses and Tutorial on 3-voice music. How to read the music, then enter 
the note values in a three note program which allows you to 
ARC 2-62 then play the three voice music. THIS PR OGRAM HAS BEEN 

UPDATED IN ARC 4-10 

Music <3 Voice) 80 Music, 3 voice BB 

bysB. Bilbrey it The program to go along with the tutorial above. 

B . Weber — 

ARC 2-62,82 — 



15 Puzzle 80 Game, Puzzle IP BB,1H 

byxB. Wiseman Screen version of the old 15 puzzle, but actually has 24 
letters of the alphabet which you must put in order. 

ARC 2-64 — 



Spirals I 80 Graphics BB 

bysM. Giwer Graphics program produces spirals on the screen. 



ARC 2-69 



Serial and Parallel 80 Tutorial 8B 

byiB. Fabris Comments on serial and parallel data movement. Schematic by 
Rich Tietjens of serial to parallel converter and a 
ARC 2-70 subroutine to use with the converter. 



Name and Nicomachus 80 Game, Number IP BB 

bysD. Ahl b Routine to enable you to input a player's name into a 

program. Also a number game in which you picK a number and 
ARC 2-72 then answer three questions about that number . The computer 

then tells you what number you picked. 
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Volume-Page Description Player* Required 

Yahtzee 80 Game, Dice 1-4P BB.1-4H 

bytB. Wiseman Yahtzee on the screen for 1-4 players. Dice are portrayed on 
the screen, you select the dice to keep or reroll. When your 
ARC 2—74,82,88 three rolls are completed, you select the category in 
which, your score is to be recorded. 

Code 80 Educational BB 

byiR. Picardi This program has been revised and updated using the Morse 
Code program additions, deletions, and corrections in 
ARC 2-81,88 ARC 2-88. 



Subsearch 
by*R. Picardi 

ARC 2-83 



80 Game, War IP BB 

Find the submarine hidden in the 10x10 grid. When you 
acquire sonar contact fire a missile and sink the submarine. 
If you take to long the submarine will sink you. 

Ron wrote New Subsearch in ARC 3-102. 



Morse Code 
byiR. Picardi fc 
B. Weber 
ARC 2-88,81 



80 Educational BB 

Combined with Code (ARC 2-8 i) gives Morse Code program. 
Input speed and then your message, when you have finished 
your message type WORDS RUN for the message to be output in 
code. You can repeat, erase, and add to the message. 



Base Conversion 80 Utility BB 

byiR. McCoy Converts from any of four number systems into the other 

three systems. Decimal, Hexidecimal, Octal, and Binary. 

ARC 2-8? 



SOTS 


80 Game, Chase 


IP B8.1H 


bytR. McCoy 


9x1? grid is presented on the CRT, then IS walls are placed 
randomly, then 15 BOTS and then you. After you make a move 


ARC 2-91 


with the handle, the BOTS 
win you must maneuver so 


advance one square at a time. To 
the BOTS will crash into the walls 



Count the Dots 80 Game, Skill IP BB,1H 

byiL. it M. Porter Program puts a random amount of dots (max. 17) on the 



screen for a short period of time. After you have counted 
ARC 2-92 them pull the trigger and enter the amount on the keypad. 

The computer will keep track of your score. 



Connect Four II 80 Game, Logic 1-2P B8,1-2H 

byiB. Wiseman Moving alternately you try to get four of your pieces in a 
row either horizontally, vertically, or diagonally before 
ARC 2-94 the computer does. 



Spirals II 80 Graphics BB 

byiM. Giwer Graphics program produces spirals on the screen. 



ARC 2-94 



Graphics Assembler 80 Graphics, Utility BB 

byiH. Fitter Programming aid for those who want to make graphic figures 
using the box command. Allows you to record on tape the 
ARC 2-94 finished figure, assign starting line numbers and line 

spacing for use in another program. 



Hybrid Programs 80 Tutorial BB,BR 

byiB. Fabris Tutorial on programs that contain both machine-code segments 
and BASIC segments. Also covers dumping and loading the 
ARC 2-98 programs, and hybrid program data transfer. 



Background/Foreground 80 Tutorial BB 

byi8. Fabris Tutorial on doing two operations at once on the computer. 



ARC 2-100 



Halloween Ghost 80 Graphics BB 

byiJ. Wilkerson Gives you a talking skull to use at Halloween. It makes 
random snide remarks to kids trick or treating. 

ARC 2-184 
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Multi-processing 89 Tutorial BB 

by :R. Tietjens Definition of a mult-processing system using two processors. 
In this case the BALLY and a TRS-80 . 



ARC 3-4 



■File Search 80 Tutorial BB 

byiB. Fabris Tutorial on using a File Search Routine for file management. 



ARC 3-6 



Speed 0 Math 80 Game, Math IP BB 

bysB. Wiseman Player selects addition, subtraction, multiplication or 

division problems. Computer gives you 10 problems and at the 
ARC 3—6 end tells you how many you got correct. 



Horse Race 
by:H Brecheisen 

ARC 3-7 



80 Game 1-4P BB,1-4H 

You decide on which horse you want to bet on and how much 
you want to bet using the handles. 



Interrupt Routine 80 Utility BB 

byiB. Bilbrey This is a BASIC-user interrupt routine for Foreground/ 

Background processing. By inputting this program, you will 
ARC 3-13 be able to use the BASIC while at the same time the object 

will move on the ecreen at a speed determined by KN< 1) . 

BLUE RAM Programming 80 Tutorial BB,BR 

bysB. Fabris Tutorial on programming the BLUE RAM. 



ARC 3-14 



Mastermind II 
byiB. Wiseman 

ARC 3-1? 



80 Game, Logic IP BB 

In this version of Mastermind, the computer holds a 
foui — color code which you must try to guess. Enter your 
guesses via the keypad. 



Program Title k Instr. 80 Tutorial BB 

byiS. Walters Describes proceedure which allows you to display a title at 
the beginning of the tape load, and up to nine lines of 
ARC 3-28 title/instructions at the end of the tape load without using 

any memory space. 



Day of Week h Calendar 88 Time BB 

byiK. Gregg Input the date, and the program will tell you what the day 

of the week it was and print a calendar. 

ARC 3-22 



Taping Memory 88 Tutorial BB 

by«D. Ibach Tutorial on loading your program on tape to accomplish three 

things! Program doesn't list on screen during loading, 

ARC 3-24 contents of string variables can be included, and you can 

save memory space. 

Horserace 80 Game, Sport 1-4P BB, 1-4H 

byiP. Slerak Bet on your favorite horse and see if you can win a bundle 

at the track . 

ARC 3-26 „ — 



Surf Sounds and Crickets 81 Sound BB 

byiB. Ellerson Surf and Cricket sounds are produced by this program. 



ARC 3-33 



Circle Plotter 81 Graphics BB 

by:B. Ellerson Input X and Y position plus the radius and program draws a 
circle. 

ARC 3-33 — 



Page E 9 




Pao* E 19 Ak CAD 1 AN News 1 * t 1 *r Paue E If 

Title YR Type Number of Equipment 

Author Volume-Pace Description Player* Required 

Grandfather Clock 81 Time, . Graphics 88 

byiB. El I arson Graphically displays a Grandfather Clock which keeps time 
and sounds out the hours. 

ARC 3-34,51 



Color Chart 8i Graphics BB 

byiJ. Minn Using this utility program you can select colors to use in 

your program and read the BC and FC numbers which produce 
ARC 3-3S the colors. 



More BLUE RAM BASIC 81 Tutorial 88, BR 

byiB. Fabris More on use of the BLUE RAM and BASIC. 



ARC 3-36 



Atchemisymmetrica! 81 Graphics 88 

bytB. Ell arson Graphic art display. 



ARC 3-39,63 



Programming Techniques I 81 Tutorial BB 

byiB. Wiseman Tutorial on programming 'tricks* 

How to keep it small. 

ARC 3-43 How to make it run faster. 



Golf 81 Game, Sport 1-4P BB,1-4H 

byiB. Hansel Golf game for up to four players. Computer randomly develops 

a nine hole golf course including different hole layouts 

ARC 3-46,51 green layouts, and hazards. Each player selects club and 

direction to hit. See if you can get the lowest score. 

Musical Staff 81 Music — — — - 

byiB. Wiseman Write music on a staff in the Key of C and then listen to 

it. 

ARC 3-48,51 — i 



Short Program Selection 81 Graphics, Math BB 

bytD. Hetnerman Four short programs — 3D Corner, Denominator, Electronic 

Blanked, and Boxes. Three graphic display programs and one 
ARC 3-49 math program. 



Digital Couch 81 Game, Personal IP BB 

byi8. Weber Computer becomes psychiatrist giving answer* to your 

responses to an ink blot test. 

ARC 3-51 



Tower of Hanoi 81 Game, Puzzle IP BB, 1H 

byiB. Wiseman Rebuild the Tower of Hanoi in a new location using the hand 
control to pick the block you want to move. 

ARC 3-54 



Programming Techniques II 81 Tutorial 88 

byiB. Wiseman Tutorial on programming tricks of the trade. 



ARC 3-55 



BALLY 588 81 Game, Hunt 1PBB 

byiB. Hensel On* player controls turns in road while on* or two other 

players drive down the road trying to miss the randomly 
ARC 3-57 placed road hazard*. See how long you can drive safely. 



Defuse 81 Game, Hunt IP BB 

byiD. Heinerman You must locate the bomb hidden in a hug* government 

•xp©r im©ntal building ©f on© million rooms* Using hot— cold 
ARC 3-58 clues find the bomb before it blows up in 200 seconds. 
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Memory Doodle 81 Graphics B8 

bytM. Peace Produces graphic doodles on the screen. 



ARC 3-6 7 



-Twixt 81 Game, Board IP BB,1H 

by:J. PipeK Play against the computer and try to generate a line from 

one side of the playing board to the other before the 
ARC 3-67 computer can. 



Motherboard Modifications 81 Project BB 

bytB. El 1 er son Modification that can be made to the motherboards of the 

older ARCADES to correct Screen Tearing, Lo.ss of Horizontal 
ARC 3-72 Sync on warm up, Unit goes dead, or keeps resetting after 

warm up. 

Sub Hunter 81 Game, War IP BB, 1H ~~~-— 

by : B. Wiseman You command a destroyer in an attempt to locate and destroy 
the enemy submarine fleet before they torpedo and sink you. 
ARC 3-75 



Strategic Air Commands 81 Game, War IP BB,1H 

byiB. Weber You must protect your population from an enemy missile 

attack on your cities. If loss of life exceeds 1,088,800 
ARC 3-76 people you lose the game. 



Circles 81 Graphics BB 

byiR. Picardi Produces pop art on the screen. 



ARC 3-77 



Hex Poker 81 Utility BB 

by:A. Rathmell Short hex poker routine that swaps pairs in the hex code, 

converts them to decimal, and pokes them into memory slots. 
ARC 3-78 — 



Pre-Tutorial Pixels 81 Tutorial BB 

bytB. Fabris Explains pixels, bits, and bytes. 



ARC 3-82 



Creating Special Graphics 81 Tutorial BB 

bysR. Tietjens Tutorial on creating special graphic characters using the 
Graphic Character Maker Program below. 

ARC 3-84 — 



Graphic Character Maker 81 Graphics Utility BB 

by >R. Tietjens This program in combination with the Tutorial "Creating 

Special Graphics" will allow you to make your own special 
ARC 3-86 characters and then move them around the screen. 



Nim 81 Game, Logic 1-2P B8,1-2H 

bysR. Heilferding Fifteen boxes are displayed. You decide who moves first 
The players then alternate in removing one, two, or three 
£RC 3-?l boxes. The player having to take the last box is the loser. 



Spinning Wheel 
byiT. Owczarek 

ARC 3-92 



81 Game, Casino ?P BB, ?H 

Combination program consisting of the old "Wheel of Fortune 
gambling game and advertising messages which the author used 
at fun raising faires. 



Pool 

by:8. Hensel 
ARC 3-94 



™ 81 Game, Sport IP B8,1H 

Computer version of 8 BALL. The computer racks the balls and 
breaks. You then select the direction and strength of the 
shot, then pull the trigger to shoot. By controlling KN< 1) 
you can then control the direction of the hit balls. 
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00 St Game, Board 2P BB,2H 

This Is a combination concentration and three in a row game 
with a few unique additions. First you match two squares on 
the 5x3 grid and try to end up with three matches in a row. 
You lose your turn if you don't match or pick *01d Bent Nose. 



nra 



Compound Interest 81 Business 

by»J. Shadl* Program using the on-board calculator routines in the least 

complex method yet devised. Can._np.t be used wi th 
ARC 3-98 ASTROUISION BASIC Cartridge. 



New Sub Search 81 Game, War IP BB,1H 

bytR. Picardi Find th* submarine hidden in th* 10x13 grid using th* handl . 

When you acquire sonar contact, drop a depth charge and sink 
ARC 3-102 th* submarine. If you take to long, th* submarine will sink 

you. You will slowly sink by th* stern if torpedoed. 



BALLY Black Box *100 81 Game, Logic 1-4P B8,1-4H 

byiS. Walters Determine th* location of th* 5 randomly placed balls in th* 
8x8 black box. Send probes into into th* Black Box and by 
ARC 3-103,118 observing th* results determine th* location of the 5 balls. 



Anal og(Non-digi tal > Cl ock 81 Time 
byiG. Moses Graphically displays an old fashioned analog clock. You 

input th* hours, minutes, and seconds and watch th* clock 
ARC 3-105 keep* time. 



Daredevi 1 
byiD. Martin 

ARC 3-106, 111 



81 Game, Race IP B8, 1H 

You see th* windshield and instrument panel of a racecar. 
Follow th* instructions that appear at th* bottom of th* 



Th* Pits 
byiT. Goulding 

ARC 3-108 



Invisible War 
bytJ. Winn 

ARC 3-112 



81 Game, Maze IP BB,1H 

Move th* small dot to th* upper left hand corner to the 
medium sized box in th* lower left hand corner without 
hitting th* ’pits' and getting zapped. A trip in less than 
16 moves is doing well. 



81 Game, Space IP BB,1H 

Three levels of difficulty make this invisible space gam* 
quit* interesting. 



Symmetrical Art 
bytR. Rosenhouse 

ARC 3-113 



81 Graphics 
Graphics art program. 



Telling Tim* *100 81 Time, Educational IP BB,1H 

byiB. Hensel Educational gam* to help children learn to tell time. Uses 

th* Graphic Character Maker Program. 

ARC 3-114 — — 



Keno II 2.0 81 Game, Board 1-2P BB 

by»M. Keller You pick from on* to fifteen numbers on th* displayed Keno 
card. Th* computer draws 20 random numbers and calculates 
ARC 3-116 the winning payoff*. 



Match 81 Game, Board IP BB, 1H 

by»E. Groeb* Th* object of this board gam* is for either player to pick 
two matched cards. Based on th* card gam* concentration. 



ARC 3-123 




P*oe E 13 ARCADIAN Newsletter Paoe E 13 

Title YR Type Number of Equipment 

Author Volume-Page Description Players Required 

Gobblers 81 Game, Ski!) 2P BB,2H 

by*B. Wiseman Two player game, played on a 18x5 field. The object is to 

have your gobbler gobble up more squares then your opponent. 
ARC 3-125 Use the handles to direct your gobblers around the board. 



Boo 81 Graphics BB 

byiS. Walters Halloween graphics programs that uses the direct mode of 
loading which is discussed in ARC 4-3. 

ARC 3-124,4-3 



New Graphic Char. Maker 81 Graphic Utility BB, 1H 

bysB. Weber Improvement on Rich Tietjens' Graphic Character Maker which 

uses the computer to calculate the graphic values. Just use 
ARC 3-128 the handle to position the the flashing cursor on the grid 

and pull the trigger when you want to make a dot. 



ASTROVI SI ON Editor 81 Tutorial AB 

by:B. Fabris Tutorial on use of the new ASTR0UIS10N BASIC Editor feature. 

Sure helps in correcting long statement lines. 

ARC 4- 1 



Tape Loading Method 81 Tutorial BB 

by:S. Walters Tutorial on loading the Boo Program ARC 3-124 or others by 
using the direct mode. See also 3-124. 

ARC 4-3,3-124 



Nuclear Math 81 Educational , Game 1P,B8 

bytD. Gladden A arithmetic training game that asks the operator to perform 
math problems. Correct answers will cool the reactor 
ARC 4-4 thermometer while incorrect answers will drive the 

temperature up to a calamity. 



4D2 *100 81 Graphics BB 

by:R. Blommaert Graphics art program. If you dig into the program you can 
figure out how the author does it. 

ARC 4-5 



Code-Decode 81 Game, Logic BB 

by :E. Groebe Program shows how to encode and then decode a message. 

Only another ARCADE with the same program can decode 
ARC 4-4 message. 



New Music Program 81 Tutorial , Music BB 

bytG. Moses Tutorial on putting 3-voice music into a music program 

without having to use .REMARK statements. This is George 
ARC 4-18 Moses latest program for writing 3-voice music tapes for 

the ARCADE. 



I/O Switch 81 Project AB 

bytS. Walters How to install a IN/OUT switch on your ARCADE to eliminate 
the manual switching of cables between the Input and Output 
ARC 4-14 of the Tape Recorder. 



IK Memory Addition 81 Project BB 

by*M. Keller Circuit diagram for adding IK memory to your ARCADE. This is 

nearing the limits that the internal power supply can 
ARC 4-17 support. 



Starf ighter 
bytJ. Winn 

ARC 4-28 



81 Game, Space IP BB,1H 

Move the hand controllers to line up the alien ships in your 
gunsight crosshairs, then pull the trigger to fire and 
destroy the alien ships. 



Orbit Demo 81 Tutorial , Game !P,BB,1H 

by:R. Picardi Tutorial program for use in space games demostrating orbital 
paths. 

ARC 4-21 — 
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PI aver s_ Required 



Magic 

bytB. 



Register 
8i Ibrey 



82 Tutorial, Graphics BB 
Tutorial orv the graphics register in the ARCADE. What 
Where it is. What it does. How to use it. 



it is. 



ARC 4-24 



Columns 82 Game, Logic IP BB 

byiD. Martin A computerized version of the old card tricK using three 
columns of 7 cards. 

ARC 4-27 — 



AB Circuit Layout 82 Mi sc. AB 

bysB. Fabris Circuit diagram of the production version <PC * 8ABS392P) of 
the BALLY BASIC Uideocade 44604. 

ARC 4-28 



Machine Language Monitor 82 Review BB,MLM 

by«A. Rathmel 1 A review of the Machine Language Manager Cartridge produced 
for the old BALLY BASIC by The Bit Fiddlers. You must learn 
ARC 4-2? the Z88 machine language to use this cartridge, not for 



beginning programmers. 


DfcD Speedway 
byiM. DeLaura 

ARC 4-30 


82 Game, Skill IP BB, IH 

A speedway race in which you steer the car around race 
tracks of various difficulties. 






WWWM 



Graphic Program 82 Graphics BB 

byiK. Springsteen An interesting graphics program. 



ARC 4-31 













Machine Language Monitor 82 Review BB,MLM 

by t Tom Wood A second review of the Machine Language Monitor Cartridge 

by The Bit Fiddlers. 

ARC 4-34 



The CUBE 82 Game, Logic IP BB,KP 

bysB. Weber This program shows the Rubick CUBE unwrapped, with the front 

to the left. Key in your intructions and try to solve the 
ARC 4-34 CUBE. 



Pro Bowl 82 Game, Sport 2P 88,1H,KP 

byiM. Delaura This football game includes fumbles, touchdowns, field 

goals, safeties, etc., and a two minute warning. Offense 
ARC 4-38 uses handle defense uses keypad. 



Alien 82 Game, Space IP BB,1H 

by«G. Green Shoot the alien when he crosses the screen and see how many 

points you can score in 100 seconds. 

ARC 4-40 — 



Crypt-O-Grams 82 Game, Logic 2P BB 

bytK. Springsteen The first player enters a word or phrase and the computer 
mixes the word up and its up to the second player to decode 
ARC 4-42,33,4? it in the fewest moves. 



Cartridge Conversion 82 Tutorial . 

byiD Ibach Tutorial on how to load a program into the ARCADE unit 

using either the AB or BB cartridge, then swapping to the 
ARC 4-44, 3?, 74 other type. This will allow old BALLY BASIC tapes to be 

chanaed to new ASTROVISION BASIC format when possible. 



Budget Worksheet 
byiR Lauffer 

ARC 4-48 



82 Business BB,A8?, KP 

Provides a way to create, edit, and save budget data from 
month to month. 2? account items are provided which are 
grouped into 7 account categories. 
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.ftqthqr VgJ. W?*B-P»qf Description Players Required 

Fudd 82 Game, Skill IP 8B only.lH 

bysB Wiseman One player uses the hand controller to manipulate cross- 

hairs over the moving targets, a batch of bunnies. The 
ARC 4-51 Knob controls speed and the trigger does the deed. But 

rabbits multipy.... 



Jekyl &£ Hyde 82 Game, Maze 2P AB,2H 

by tSpr ingsteen Two player game using the hand controllers to move two 

figures around the tab maze. The goal is the secret formula 
ARC 4-52,55 at the maze center. Reach the secret formula first, then 

catch the other player before he gets the secret formula. 



AB-BB Differences 82 Tutorial BB,AB 

bysB Fabris Explains the differences between the old BALLY BASIC and 

the new ASTROVISION BASIC. Covers *, « RETURN, Sound port 
ARC 4-55 conversions, new memory locations and new string system. 



Tape Duplication Circuit 82 Project BBorAB 

by: Perk ins Engr . Circuit which can be used to duplicate tapes from one tape 
machine to another. 

ARC 4-56 



Quadron 82 Game, SKill IP BBorAB, 1H 

bysT McConnell This program is actually Quadron, and is described on page 
ARC 4-65. See below. 

ARC 4-58 , 65 



Cartridge Swapping II 82 Tutorial BB,AB 

by:D Ibach Some additional comments on the cartridge conversion 

tutorial in ARC 4-46. 

ARC 4-5? . 



Top 5 Today 82 Tutorial BB,AB,VSorBR 

bysS Walters Tutorial and program used to Keep track of the top 5 
scores made for a day, like used in the ARCADES. This 
ARC 4-68 program in most case would require additional memory. 

Both BALLY BASIC and ASTROVISION BASIC versions supplied. 



Color Monitor Circuit 82 Project BB,AB 

by*B Fabris Project tells how to hooK up a Color Monitor to the ARCADE 

unit to provide better resolution. 

ARC 4-62 



Tape Loading 82 Tutorial AB 

by:B Fabris Discussion on loading prerecorded tapes using the 

■ i INPUT ■ command 

ARC 4-65 



Quadron Instructions 82 Game IP AB,1H 

by:T McConnell Instructions for Quadron game errorously called Star 
Siege in ARC 4-58. You must keep the monsters from 
ARC 4-65 breaking through the walls of the fortress. You must 

move the blip using the handle. 



Frog 82 Game, Ski 11 IP BBorAB, 1H 

bysB Wiseman Catch the flies as they fly by the frog. Use the KN and 

TR to aim and zap the flies. BALLY BASIC only, see 4-95 
ARC 4-68,95 for conversion to ASTROBASIC <AB> . 



Night Raid 
by:P Slezak 

ARC 4-78 



82 Game, War IP BBorAB, 1H 

War game in which five bombers are sent to destroy you . 
Fire anti-aircraft missiles at the bombers and move bases 
to avoid bombs. 



Stranded on Rigel 5 *100 82 Game, Space IP B8 only 

by:S Walsh A two part game, first you must break the code, then you 

fight the Rigel ian spaceships using the handle. 

ARC 4-72 
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Tit)* YR Type Number of Equipment 

Author Volume-Page Des cription Playprj Rpqylrpd 

Cartridge Swapping til 82 Tutorial BBorAB 

bysD I bach Final chapter in the ongoing saga of cartridge swapping. 

Sec ARC 4-46,3?. 

ARC 4-76,46,39 



Brick N' the Mat I 82 Game, Ski 11 IP BBorAB, 1H 

by iM Peace Game pattern after Brickyard but much slower because its 

written in BASIC. 

ARC 4-77 



Old Glory 1982 82 Graphics BBorAB 

byiE Groebe Picture of the American Flag. 



ARC 4-77 



Machine Code Programming 82 Review ML 

byiB Fabris Review of the Machine Language Manager cartridge by The 

Bit Fiddlers and the 2-80 MINI COURSE by Barry Elterson. 
ARC 4-78 If you want to learn machine language programming these 

two items will be of great help. 

Slot Machine IV 32 Game, Casino IP BBorAB 

by»A Roginsky One player slot machine game for the ARCADE. See if you 
can keep from being busted. 

ARC 4-7? - 



Screen Printer 82 Interface BB only 

by iR Tietjens Program to utilize the TRS-80 Line Printer VII to print a 
copy of the screen image. 

ARC 4-80 : 



Laser Evader 
byiD Martin 

ARC 4-81 



82 Game, Space IP BBorAB, 1H 

Game of chance, move thru the random field of firing 
lasers without being zapped and try to accumulate the 
highest score. 



L-I Reverse Box Set 82 Graphics, Art BBorAB 

byiS Kendall Graphics Design Program. 



ARC 4-82 



Computer Crochet 82 Graphics, Art 

byiT McConnell Graphics Art Design 



ARC 4-83 



BBorAB 



LINE Numbers 82 Tutorial AB 

by*B Fabris Short Tutorial on Line Numbers and how to edit a particular 

1 ine. 

ARC 4-85,103 — — 



Polo 82 Game, Dice 2P BBorAB, 2H 

byiB Hensel Score more goals then your opponent. The computer rolls 

the dice which controls the length of the move. The 
ARC 4-87 player then selects the direction to move. 



Catchem 82 Game, Skill 2P BBorAB, 2H 

by iS Taylor Maneuver your blip thru the pattern trying to Keep away 

from player 2. If he catches you three times he wins. 
ARC 4-87,8? — — 



ASTRO ZAP *100 82 Game, Skill 1-4P BBorAB, 1-4H 

by:G Moses Similar to Space Fortress Uideocade but on tape. 



ARC 4-88 



Page E 16 




Rape E 17 



ARCADIAN Newsletter 



Paoe 

Equipment 
Required 



_I 12- 



Au thor 



T * 1 1 » 

Vol ume-Paoe 



Y1T Type 
Description 



Number of 
Players 



Using ASTROBASIC Editor 82 Tutorial 
byiK Li 11 Explantion and tutorial 

change line parameters 
ARC 4-91 _ 



on using 



AB 

the editor 



feature to 



Battleship 82 Game, War 2P BBorAB, 2H 

by :B Mead Based on the old paper grid game. Each player places 

their fleet on the screen while the other player is not 
ARC 4-92 looking. Then each player alternately takes three shots 

trying to destroy the other players fleet. 



Graph ix Tablet Simulator 82 Graphics BR,V,S,XB,1H 

byiVIPER This program approximates the early versions of the yet 

to be released Videocade 'Coloring Book*. .Requires either 
ARC 4-95 , 96 the VIPER System, the Blue Ram or other memory expansion 

system plus the Extended BASIC cartridge or Tape. 



Horizontal Scroll 
by:B Wiseman 

ARC 4-95,98 



ing I 82 Tutorial AB 

Tutorial on using horizontal scrolling, by understanding 
and using these techniques some interesting programs 
could be developed. 



2 Letter Music Maker 82 Music AB, 1H 

byiK Lill Demonstration type program, illustrating the various 

functions of the music/noise generation capabilities, that 
ARC 4-99 can be controlled by the two-letter controls of ASTROBASIC. 



Star Seige 82 Game, Space IP AB, 1H 
by:T McConnell Instructions are on page 4-58. Space Invader type game, 
destroy the mother ship and six alien craft using the 
ARC 4- 10 1 ,58,65, handle. 

95 — 



Darts 

by:A Roginsky 
ARC 4-102 



82 Game, Skill 1-2P BBorAB, 2H 

Use the trigger to launch and the knob to control the dart 
on its way to the target. First player to reach selected 
score wins. 



LINE Numbers II 
byiR Fabris 

ARC 4-103,85 



~~ 82 Tutorial AB 

Some more information on line numbers. Normally, the 
computer will process statements in numerical order, 
there are a couple of exceptions which are discussed 
in this short tutorial . 



Horizontal Scrolling II 82 Tutorial 
by iR B1 ommaer t After reading Horizontal Scrolling 

come up with a subroutine to scroll 
ARC 4-105 the right, one pixel at a time. 



AB 

(ARC 4-98) , 
horizontal 1 



Rusty has 
y to 



One Man Bowling 82 Game, Sport 

byiB Heckman One player bowling game. 

keeps your score. 

ARC 4-106 — 



IP BBorAB, 1H 

Displays bowling lane and 



Two Bytes Worth 
by:D Drescher 

ARC 4-108 



82 Tutorial BBorAB 
This tutorial discusses method used to get maximum 
efficiency from the ASTROCADE by using the string memory 
to store more than two bytes of memory, but only at a two 
byte rate. 



Overcoming Loading Problems Tutorial 
by»M Prosise Discussion of some of 

encountered using the 



AB 

the loading problems people have 
ASTROBASIC 2000 baud tapes. 



ARC 4-110 



Exterminator 82 Game, Skill 

byiK Springsteen Zap the flies flying above the 
the handle to aim and fire. 



IP AB, 1H 
fly spray can, 



by using 



ARC 4-111 
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Tit I# YR Type Number of Equipment 

Author Volume-Pace Description Players R equired 

Citadel 82 Game, Skill 1-2P BBorAB, i-2H 

bytD Martin Keep the Kamikase invaders out o-f the •fort as long as 

possibt e. 

ARC 4-105,112 „ 



Word Hunt *100 82 Game, Word 1-4P BBorAB, 1H 

by«A Ross From a screen full cf letters, each player in turn makes 

words in a specified time limits The number of players, 
ARC 4-115,112 maximum score, the time limit are entered for each game. 



Basebal 1 82 Game , Sport 2P BBorAB, 2H 

by iD Martin A baseball game in which each player alternates as batter 

and pitcher. Can be leaded to run in either BB or AB, see 
ARC 4-115,110 ARC 4-112 for details. 



The Game Player 
by iM Prosise 

ARC 4-120 



82 Software Review AB 

Castle of Horror <Tape 12) by Wavemakers. Rated Good. 

Good graphics and sound effects make this game of strategy 
and quick thinking fun to play. 



Color Selector 82 Graphics, Utility BBorAB, 1H 

byiK Doerge A graphics utility program for the game maker. Use the 

hand control to vary the colors and identify their 
4-121 "numbers" so you can use them in your programs. Instructions 

are contained in the program. 

Crown of 2eus 82 Game, D4.D IP AB only ~~ 

by tT Johnson Dungeons and Dragon type game, you are to enter the 
castle and retrieve the Crown of Zeus. 

ARC 5-7,45 This is the first in a series of programs that take place 

on the planet Gibeleous. 

• 

Plain BASIC Talk 1 82 Tutorial, Intermediate BB,AB 

by«K Li 11 Tutorial on the PX<x,y> command, and how to use it to 

sense a wall or another object that is in your way. 

ARC 5-11 — 



What is a Program, CX, CY 82 Tutorial, Beginner BB,AB 

byiD. Gladden What is a program and how can I use it. Also 
explains CX and CY position commands. 

ARC 5-12 — — 



CHRDIS I 
bysM Skala 

ARC 5-14 



82 Tutorial, Advanced AB 
First Tutorial on a new generation of screen animation 
for the Astrocade. This demonstrates a fairly simple 
means of smooth animation. 




Find YOGI 82 Game, Hunt IP AB 

byiS Kendall Try to guess where YOGI is hidden in the 10 by 10 grid. 

Input your guess, the computer will tell you if you missed 
ARC 5-17 In which case i t wi 1 1 tell you in which direction to try 

on your next guess. 



The Game Player 
byiM Prosise 

ARC 5-19 



82 Software Review AB 

Omega Valley and Astro Terror (Tape 0T-101) by The tiny 
Arcade. Rated pretty good. Onega Valley is a space game 
rich in color and good in graphics. Astro Terror is a very 
fast-paced, intense, non-stop action game. 



More Art Prog. GUI 83 Graphics, Demo AB 

by«S Kendall This is a graphics demo using a menu scheme for your choio 

of graphics. Nice demonstration of a menu, which could be 
ARC 5-28 used in other programs. 



Bally Christmas Card 82 Graphics, Xmas AB 

by«E Grobe Christmas card presented on the TV screen. 



ARC 5-29 
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Title YR Type Number of Equipment 

Author Vol ume-Paoe Description Players Required 

Variable, Screen Position 82 Tutorial, Beginner BB,AB 

byiD Gladden Explains what a variable is and how to set them. 

A very good tutorial describing how to position printing on 
ARC 3-30 the screen where you want it. 



Plain BASIC TalK 2 82 Tutorial, Intermediate BB,AB 

by :K Li 11 Tutorial on IF's, IF/OR's and TRUE/ FALSE statements and 

commands. 

ARC 5-32 



Attack 82 Game, Hunt IP A8, 1H 

by:K Doerge You must keep the walls between you and the oncoming 

attackers. Use the JX and JY of the hand controller to 
ARC 5-34 maneuver and the trigger to stand fast. 



CHRDIS II 82 Tutorial, Advanced A8 

by:M Skala CHRDIS I continues with how to build your own graphic 

characters. 

ARC 5-37,72 



The Game Player 82 Software Review AB 

bylM Pro* is* Exitor's Revenge (tape 816) by LMi Software. Rated Good. 

An exciting one-player space invasion game of skill. 

ARC 5-38 Dungeons of Dracula (Tape 816) by Wavemakers. Rated Good. 

A adventure-strategy game which is challenging enjoyable. 



O-Jello II 82 Game, Logic 1-2P XB only 

by>C Perkins An enhanced version of the popular ’Othello*. This 
takes advantage of some of the enhancements of the 
ARC 5-48,56 extended BASIC used with the Blue Ram and VIPER systems. 



The Bit Fiddler Corner 1 82 Monthly Column MLM 

bysA Guevara First in a monthly column on machine language programming. 

Starts with binary, talking about bits, bytes and things. 
ARC 5-42 This column in conjunction with the Machine Language 

Monitor will help you write in machine language. 



Printing with Astrocade 82 Tutorial, Application BB and AB 

by:B Fabris How to print with the Astrocade using the Astro BASIC 

Videocade and the old Cassette Interface which was used 
ARC 5-43 with the old Bally BASIC Videocade. 



The Bit Fiddler Corner 2 83 Monthly Column MLM 

bytA Guevara This month's column talks about hexidecimal . 

This column in conjunction with the Machine Language 
ARC 5-47 Monitor will help you write in machine language. 



ShttP and SHOW 83 Tutorial , Graphics AB 

by«E Grobe Tutorial on SNAP and SHOW routines for use with AstroBASIC 

Videocade. This routine uses up a lot of the available 
ARC 5-48 memory. This demonstrates two of the commands that are 

included in the Extended BASIC Language. 



Recording in AstroBASIC 83 Application AB 

bytdwy Short tutorial on recording a tape using AstroBASIC. 

D Carson See additional note on page 5-56. 

ARC 3-4? , 36 __ 



315? or 3164 ROM 83 Tutorial, BB,AB 

byiC Anderson It has been discovered that a least two on-board ROM's 
were used in the ARCADE units. These can cause loading 
ARC 5-4? problems if you're trying to load a tape produced on the 

other type of ROM machine. 

The Game Player 82 Software Review AB 

byiM Prosise Gamepack G1 (5 Games) by HARD Software. Rated Poor 
No longer produced. 

ARC 3-50 Candy Man by Lt<M Software. Rated Good. A challenging and 

beautifully animated game based on PAC-MAN. See Ms Candyman 
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Title ”yR Type Number of Equ i pment 

Author Vol ume-Paae Desc ription P^Vtr^ Required 

New Sound 83 Tutorial , Sound AB 

byiM Peace Short tutorial on producing better music for your 

programs. 

ARC 3-33 



Questions? 83 Owner Questions. All 

by«? 77 ? Readers Questions. What is the PX function how do I use it? 

Kow can I us* four colors at the same time with AstroBASIC? 
ARC 5-37 Where can I get a copy of the "Peek N' Poke" manual? Also 

soot* information on machine language programming. 



Sound Variable Conversion 83 Tutorial, Sound AB 

by*8 Moses Tutorial and program to convert sound port and variable 

values from old Bally BASIC to new AstroBASIC. This 
ARC 5-58 program was really needed, to make it easy to change the 

sound effects from old Bally BASIC to New AstroBASIC. 

Memory Map of AB vari*bles83 Utility AB 

byiG Moses The memory map of the AstroBASIC variables compiled by 

Georg* Moses. 

ARC 5-59 — 



Plain BASIC Talk 3 83 Tutorial, Intermediate BB,AB 

by i K Li 11 This month's editorial explains how and why we use the 

{t<n> strings <BB and AB) and the X(n> string* (AB) . 

ARC 3-60 — — 



The Game Player 83 Software Review AB 

byiM Prosise Lost in Space (Tape *4) by Edge Software. Rated Good. 

A challenging one-player maze game. Requires concentration. 
ARC 5-62 NAM-CAP (Tap* *1300) by New Image. Rated Very Good. 

Instead of eating the dots as PAC-MAN you spit them out. 



Wavemakers Music Keyboard 83 Music, 2 voice AB,1H 

bysM P**c# 2 voic* music program by Miko Poaco with commentary 

by Georg* Moses. Us* the hand control to select the mod* 
ARC 5-63,77 and the notes wanted. A very nice music program. 



Random Numbers, Loop* 83 Tutorial, Beginner BB.AB 

by ,D Gladden This months series covers Random Numbers and Loops (FOR- 

TG-NEXT-STEP) commands. 

ARC 3-68 — 



RU Memory Expansion 83 Hardware Review XM 

byi A Rathmelt The memory expansion board by RbL Enterprises is a high 
quality printed circuit. Recommended more for the 
ARC 5-69 experimenter than the casual Astrocad* user. Can provide 

up to 64K Bytes of RAM, ROM, EPROM or EEPROM combo. 



Lin* Statements 
byiJ Dun son 

ARC 5-69 



1 by 1 83 Utility, Aid 88, AB 

This program will list the entire contents of a program, 
on* line at a time, regardless of how they are numbered, 
without missing a line. A great programming aid to use in 
verifying a program you have just loaded. 



Gobblers 83 Game, Skill 2P BB,AB,2H 

byiK Doerg* Eat more dots then your opponent by using your hand 

hand controller to move from square to square and choose 
ARC 3-70 which square to eat. The computer keeps score and tells 

who wins or loses or if it* a tie. 

83 Time, Clock BB,AB 

This program provides a good representation of a clock 
face - the old fashioned type with hand*. On request 
enter current Hour, Minute, and Second, and the clock 
will keep quit* accurate time. 

CHRDIS III 83 Tutorial, Advanced BBorAB 

by iM Skala The third and final segment of the three part series 

explaining the on-board subroutine "CHRDIS*. 

ARC 5-72 — 



Analog Clock 
byiG Moses 

ARC 5-71 
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Author Volume-Paoe Description Players Required 

SNAP and SHOW Update 83 Tutorial , Graphics AB 

by:R Picardi Methods to reduce the memory used in the previous SNAP 

B Holmes and SHOW Tutorial in ARC 5—48. 

ARC 3 -76 



G.C.F. and L.C.M. 83 Math, Educational IP AB 

byiJ Peoples This is an educational program to develop skills in 
determining the Greatest Common Factor and the Least 
ARC 3-79 Common Multiple for grade levels 7-9. 



Swordfight 83 Game, Starter IP B8,AB 1H 

byiB Hildebrand A subroutine which could be used in a larger program. 

It contains the graphics for the swinging arm and sword. 
ARC 5-80 



The Game Player 83 Software Review AB 

by:M Prosise MUSIC by George Moses. Rated excellent. This covers all 
of George Moses' music tapes from Jazz to Classical etc. 
ARC 5-82 Secret of Pellucitar (Tape 815) by LbM Software. R-VGood 

Excellent Music and Graphics in this thru the maze game. 



BOX -LINE-Subrou tines 83 Tutorial , Beginner 1 B8,AB 

by:D. Gladden This months beginning BASIC series covers BOX and LINE 
Graphics and Subroutines. 

ARC 5-84 



Getting most out of 1800 83 Tutorial , Intermediate BB,AB 

bytD Gladden This Tutorial covers how to get the best usage of the 
1800 bytes of memory that are available for you to use 
ARC 5-85 in Astro BASIC. Contains three rules to reduce memory 

usage. 



Golf 83 Game, Sport 1-4P XB only.BR, 1-4H 

by i? ?????? Enhanced game of golf for use with Extended BASIC and Blue 
Ram Systems. 

ARC 5-86 



Trapshoot 83 Game, Sport 1-4P BB,AB,1-4H 

by:J Peoples One to four player have a chance to show their skill in 

hitting the targets. You can input as many as 99 targets. 
ARC 5-93,106 



ASCII Values, 2-Let. Var . 83 Tutorial, Beginning 5 BB,AB 

byiD Gladden This months Tutorial covers ASCII Values and the Two-Letter 
Variables — CX, CY, NT , BC, FC, SM, RM, XY, SZ, PX, JX, JY, 
ARC 5-94 TR, KN, KP, TV, MU. 



B1 ackjack 
byiD Harris 

ARC 5-93,106 



83 Game, Casino IP BB,AB, IH 

Play Blackjack against the computer. You can Hit or 
Stand. The Dealer takes pushes, but pays double for 
Blackjacks or 5 cards under 21. 



Title Page 83 Tutorial, Intermediate BB,AB 

byiD Gladden How to have a professional looking Title Page as a lead-in 

to your programs. 

ARC 3-100 



Subroutine 0 81 83 Tutorial , Advanced BB,AB 

bytD Gladden Covers the on-board subroutine 881 which can provide 

a PAWS (pause) in your programs. 

ARC 5-100 ■ 



Safe Area for POKES 83 Tutorial, Blue Ram BR 

bytK Li 11 Saving a 'Safe* area for “POKES". 

For Blue Ram only, 

ARC 5-101 
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Lazer Blazer 83 Game, Space IP AB,1H 

byiR Rosenhouse Destroy each of the lazer outposts before you are 
destroyed. 

ARC 5-192 



Ghost Fleet S100 83 Game, Space IP A8.IH 

byiK Li 11 Destroy the hidden enemy ships and score at least 1000 

points to move to the next round. 

ARC 3-107 



Defender I I 
byiD Mei 

ARC 5-118 



83 Game, Space IP BB,AB,1H 

Move up and down using the handle, then fire at the ships 
by pulling the trigger. Match out for the indestructable 
sattelite. 



How to use String Arrays 83 Tutorial, Beginner 88, AB 

by:D Gladden Discusses the two string arrays 8( > and X< ). 



ARC 5-113 



The Bit Fiddler Corner 3 83 Monthly Column MLM 

byiA Guevara Continuing Tutorial on the 2-80. This month covers the 
registers and a few of the instructions. 

ARC 5-114 



Fishin' Hole 
byiM Montauch 

ARC 5-114 



83 Game, Sport IP BB,AB, 1H 

The handle controls the depth of the line and the length 
of the pole. To catch fish, get the hook to touch a 
fish. Different fish have different point values. Don't 
catch the crabs! 



8(HURRAY) 83 Tutorial , Intermediate BB,AB 

byiM Skala How to use the 8< > array to form a mul ti -dimensional 

array to conserve memory space. 

ARC 5-117 



The Game Player 83 Software Review AB 

byiM Prosise Road Toad by Esoterics, Ltd. Rated Fair. Excellent 
graphics but not very challenging as far as gameplay. 

ARC 5-118 L.T. by Wavemakers Rated Very Good. Challenging and well 

thought out multiple screen skill game based on E.T. 



Scrolling III 83 Tutorial , Utility AB 

byiR Fabris Subroutine to give downward Scrolling. In issues 4-98 and 

4-105 some schemes were presented to shift the screen 
ARC 5-119 sideways. Now we have a general method to scroll the 

screen in any direction. More to come. 

Getting Things Together 83 Tutorial , Beginning BB,AB 

by i D Gladden Summary of the commands presented in the previous 

Tutorials on Beginning BASIC. Tells how you can use them 
ARC 3-122 in conjunction with each other. 



BALLY BASIC Tape Side A 83 Games, Sampler IP B8,1H 

byiD Ainsworth Presents Side A of the original BALLY BASIC Sampler tape 
which was included with the old BALLY BASIC Videocade 
ARC 3-124 and external tape interface. Includes Electronic Doily, 

Line Graph, Electronic Music and Number Match. 

File Search 83 Tutorial, Utility AB ” 

byiM. Mhite Presents a program to locate your programs (Files) on 

Astro BASIC tapes. The program is called File Searcher. 
ARC 5-125 



BALLY BASIC Tape Side B 83 Games, Sampler IP BB 

byiD Ainsworth Side B of the originally BALLY BASIC Sampler Tape. 

Includes Lunar Lander, Gravity Game and Newtona '500' 
ARC 3-124 
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The Game Player 83 Software Review AB 

by:M Prosise Gamma Mars by The tiny Arcade Rated Good. Another shoot- 
em-up-knock-em-down science fiction game. Difficult. 

.ARC 5-127 Nautilus by LltM Software. Rated Good. Standard Space 

Invader type game. Also includes excellent 3-D Tic-Tac-Toe 



BR PLAY ) Command 83 Tutorial, Blue Ram BR 

by:G Moses Tutorial on the Blue Ram PLAY Command. George Moses 

introduces us to use of PLAY Command to produce MUSIC. 
ARC 5-128 „ - 



Monitor Connection 83 Peripherials B8,AB 

by:R Fabris How to produce outputs from your ARCADE Unit to be able to 

connect it to a TV Monitor input jacks. 

ARC 5-129 



The Bit Fiddler Corner 4 83 Monthly Column MLM 

by: A Guevara This month's column covers some of the on-board 

subroutines that are inherent in the ASTROCADE on Board ROM 



ARC 5-132 



i 



Control 38 
by:D Low 

ARC 5-136 



83 Game, Space IP A8,1H 

As captain of the starship Venture your mission is to 
destroy all the alien ships. Each time they hit you, your 
shields are reduced by one third, until you are destroyed. 



Batting Average 83 Math, Personal AB 

bysR Klien Calculates the current and cumlative statistics for a 

baseball player. Make a tape of the program, input times 
ARC 5-138,149 at bat an number of hits, the computer calculates your 

batting average. Save on tape and update after each game. 

The Game Player 83 Software Review A8 

by:M Prosise Collision Course by Wavemakers. Rated Excellent. Great 

adaption of the Coin-Op game Rally-X. Fun to play. 

ARC 5-140 Super Slope by Esoterics Ltd. Rated Excellent even through 

it has a few bugs. Graphics and sounds are very good. 

BR Util i ty 3.2 83 Product Review BR 

by: Don Gladden Review of the utility program for Blue Ram owners that 
allows you to enter, edit, disassemble machine 
ARC 5-142 language programs. Don used this to help write his 

Sneaky Snake videocade. 

Program Analysis 83 Tutorial, Intermediate BB,AB 

by»K Li 1 1 Ken tears apart a program line by line and tells you what 

each line does. This type of program analysis is one of 
ARC 5-144 the best methods to learning programming. You can also 

use flow charts. 

X8 Character Display 83 Tutorial, XB XB 

by:G Moses Routine to show large characters on screen. Also tells 

about the new Blue Ram Utility 2.3 from Perkins 
ARC 5-145 Engineering. 



Frog Leap 83 Game, Skill 1— 2P AB,1— 2H 

byiD tbach Use the handles to make the frog leap from the right 

bank to the left bank by jumping on the rocks. 

ARC 5-151 



Space Spiders 83 Game, Space IP AB,1H 

byiS Kennedy A multi-level laser shoot-em-up. Use TR to shoot, JX 

and JY for direction. Don't let the spider get you. 
ARC 5-151 — — — 



BR Printer Function 83 Utility, BR BR 

by sD Carson Using the Blue Ram and a NEC-8023 printer you can print 

and control various functions of the printer. 

ARC 5-152 — — — 



Page E 23 







Tit!* 



ARCADIAN 



YR Typ* 



Number of Equipment 
s Require 




Biorhythms 
byiC Cot I ins 

ARC 3- 154 



83 Person*!, Education*! BB,AB 
Are biorhythms f*ct or fiction, us* this program and find 
out if biorythms have any basis in fact. 



Music Processor Commands 83 Tutorial, BR BR 

by t 6 Moses Continuation of tutorial started on 3-128. Describes 

every command built into your music processor in the 
ARC 3— 13d, 128 Astroead*. 



Locksmith *180 83 Game, Logic 1PAB.1H , . 

by tD Crider The object of this game is to line up the slots wi th the 

' . a. a. _ a. _£ *1 kle* t OSCU 1C Uftil IA1 On t 



ARC 3-137 



arrow at the top of th* screen. Not as easy as you might 
think . 



Plain BASIC Talk 4 83 Tutorial , Intermediate BB,AB 

by tK Lill How does th* ARCADE do its math. It's easy using 8 s and 

l's when th* computer works as fast as th* computer. 

ARC 3-158 — — 



The 8am* Player 
by«M Prosis* 

ARC 5-ldS 



83 Software Review no 

Vindicator by The tiny Arcade. Rated Good. Something 
like Defender but allows time to think and plan ahead. 
The Gat* Escape by Wavemakers. Rated Very Good. A very 
challenging and enjoyable gam* to play. 



Extended Memory 83 Product Review X8 

byiD Carson Dave Carson discusses th* why's of having extra memory 



ARC 3-ldd 



and using extra memory. He explains some of th* advantages 
of the Extended Basic Language. 



Shut box 
byiJ. Spiegel 

ARC 3-171 



83 Game, Dice 1-4P AB,1-4H 

Computer copy of the dice game. Select number choices 
and try to get th* lowest score or ZERO. 



Th* Gam* Player 
bysM Prosis* 

ARC 3-173 



83 Software Review ab 

4,. Conquerer by Astrocade. Rated Excellent. Average 
graphics, excellent sound and lots of fun to play. The 
object of th* game is to score points by destroying enemy 
defenses, conquerer ing th* planets, then th* solsr system. 




Extended Memory 
byiD Carson 

ARC 3-178 



83 Product Review XB 

Th* Gat* Escape and W*ck-A-Mol * programmed for Extended 
Memory are reviewed. Both were highly recommended. 
These programs show what XB can accomplished by a good 
BASIC programmer. 



A Pew Wei 1 Aimed POKE* 83 Tutorial , XB XB 

bviC. Perkin* How to allocate memory in th* Blue Ram to allow 

ducking around th* hexidecimal 8080 location when 
ARC 3-179 writing a long program in extended Basic. 
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a 1 ,& / as . «»- ;*«• 

Dodgem puts you up against cars driven by the computer. 

2002 Seawol f < 1-2P > and Missile < 1-2PI «hio* 

Seawol f' Your sub fires torpedos at various types of surface *^P*- 
Missile! Guide the missiles to hit and destroy the invading warplane . 

.5v~. y~ «° *.i m ^ -m. »«■ i 

2004 Bric kyard < 1-4P> and glpwn^ „ ,, 

Sfrnsfsrrir,.. Cp. b.l„, p..«,y~ — <ry *• «"“ K 11 P“* 

your opponent. Takes skill to Keep it in the air. 

«..>■ •« ««■ — *««• >"■- 

.h.e. rv <*.r ; n *; r y~. ■»« ”*■"> “* 

when they come from all directions faster and faster. 

?au Brand Pr i x (1-4P) and Demolition Derby < 1-4P). 

Drive through the four challenging Grand Pr i x cours.s. 

Try to be the last remaining car in the Demolition De y. 

, up the gold doubloons and the treasure, but 
watch out don't let the pirate catch you. 

2017 The ^^redihl* Mt.ar^ Gam# ^. r produced. Plenty of 

I^.£*i<£“*pu£i’E. wtl. 2 P-J~ c~P".«« V~ 1 >*~ 

fun . 

<* •«; »'“•* »"*•’ ^ ,h * “'* r 
Som«wt>at UK. Om.g* R«« » od A.t.roid*. 

• ;;^:ri r pJ^ t «hr:* S... •»-> — »■ >■*«• o,, " d * r ’‘- 

ra sag’iutr^ i t M < 

enjoyment. Very good 1-4 player simulations. 

3002 Foot ball <2or4P)_ .-client rendition of football, was 

SpSpSS ^11=5. -» 

Two different playing fields add to your enjoyment. 

4001 Rinoo Math <2P> and Speed Math < 1P >. tl _ c..Kf .»<- t i on . 
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4862 Letter Match < 1-4P? . Spell 'N Score < 1-4P) . and Crosswords < 1-4P? 

Letter Match! Computer adaption of the old concentration game, match the 
most cards and win. 

Spell 'N Score! See how many words you can form from the letters generated 
at random by the computer. 

Crosswords? Form words from the nine letters then place them on a the 
’Crosswords board, sec if you can be the last person to place a word. 

4884 Biorhythm < 1-2P) 

Enter your birthdate and the computer calculates your physical, emotional 
and intellectual cycles. The screen displays your highs, lows and critical 
days. Great fun at parties. 

588 1 Amazi no Male _< 1-.2PI 

Select from three skill levels, then try to find your way thru the maze, 
faster than your opponent or the computer. Makes children plan ahead. 
Tic/Tac/Toes You can play against the computer or another player. 

58-8_2__6l_>_cls_j ack < 1-4P) . Poker < 1- 4P) . and Acev Oucev < 1-4P) 

Three all-time card game favorites. See if you can break the bank at 
blackjack. The computer deals the cards and keeps track of the money. 

5885 Artillery Duel < 1-2P? 

Aim your cannon to fire and destroy your opponents cannon, but you must 
allow for the elevation and wind conditions. Great graphics and sound. 

Cartridges from Esoterics Ltd. 

PI 

This game is based on the popular Asteroids game. 

Treasure Cove ( 1-4P) 

Try to collect the treasure on the sea floor, but beware the deadly sharks, 
poisonous fish and the dreaded octopus. You must also watch your air supply. 

Cartridges from L it M Software. 

Ms Candvman ( 1-2P) 

Pickup the Lifesavers as quickly as you can but avoid the Ghosts and Goblins. 
More than 28 screens and great music make this a super cartridge. 

Sea Devil (IP) 

Guard your undersea farm from the Zardos invaders. Use your sonar to detect 
them and then destroy them with your laser. 

Cartridges by New Image. 

Sneaky Snake ( 1-4P) 

This is based on the popular Centipede game. Destroy the snake and avoid 
the spider to score the most points. Great graphics. 



Look in catalog section for better descriptions of the various new 
cartridges. Either order directly or through one of the mail order dealers. 
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ALTERNATIVE ENGINEERING CORP. 
P.0. Box 128 - Gardiner, ME 04345 
<207) 623-8506 



THE VIPER Z-grass SYSTEM 

With over 10 years of custom software development, plus the most 
advanced hardware -features ever offered on a home computer, the VIPER 
Z-grass system has become the most powerful, yet affordable Video Image 
Processor on the computer market. This unique system togather with the 
Bal 1 y/Astrocade Professional Arcade has a total of 8 microprocessing 
devices including 3 original Bally/Midway custom arcade graphics 
processors, (used to make such videogame legends as Pac Man, Gal ax i an, 
Wizard of War, Space Invaders and many more). Unlike the other home 
computers that play arcade games, the Z-grass computer not only plays 
professional arcade games, but is also specially designed for writing 
them. Z-grass makes it easy to create arcade quality games, video art, 
graphs and beautiful color images on your TV without having to have 
years of experience in computer programming. 

SYSTEM FEATURES: 

1. 64K 200ns Dynamic Ram for Programming. (Might include 128K) 

2. 32K Custom Z-grass Language Real Time Operating System. 

3. Dual RS232 Bi-Directional, Communications Ports. 

4. 8048 Microprocessor Controlled 81 Key Keyboard with Keypad. 

5. 8231 High Speed Arithmetic Processor Unit. 

6. Dual 2000 BAUD Cassette Interface Ports with Motor Control. 

7. 4 Channel Double Density 5.25 Floppy Disk Controller. 

8. RFI/EMI AC Filtered Fully Regulated DC Power Supply. 

9. Compatible with CP/M Operating Systems. 

10. Stereo Output Jacks for the 3 Octave Music Synthesizer. 

11. Graphics resolution is 160x102 pixels. 

OPTIONAL FEATURES: 

A. Expandable to High Resolution Graphics. (320x204). 

B. Memory Expandable up to 256K with High Resolution Option. 



MICROPROCESSOR CONTROLLED KEYBOARD 

The Microprocessor controlled keyboard is a state of the art high speed 
data entry device. This unique keyboard features an 8 character buffer, 
repeat key, and microprocessor based multiple key rollover functions 
with phantom key lockout. All keys are debounced to prevent unwanted 
entries. The keyboard has 4 level coding, Shift, Unshift, Capslock and 
Control . There are 81 keys in the standard QWERTY arrangement and the 
life expectancy per key is 10© million cycles. The switch contacts are 
front sealed and therefore humidity, dust, and vibration have no effect 
on proper operation. The top row of keys have been customized for the 
Z— rass computer system yielding us FI thru F6 for the special function 
keys, and four arrow keys for the Z— grass editor. Also included in the 
system is a piezo tweeter that clicks each time a key has been depressed 
to give the user a positive entry response. Also included is a separate 
Keypad input. 
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The Z-grass software includes these advanced functions: 

1. A Full Screen Text Editor for Fast Efficient Program Editing. 

2. String Manipulation including Match, Concatenation, Replacement. 

3. Program Execution in both Interpreted and Compiled Modes. 

4. Multi-Dimensional Arrays and String Arrays. 

5. User Customization of Language at Several Levels. 

6. Advanced Graphics Commands: SHRINK, TEXT, ELLIPSE, SNAP , SHOM, 
ROTATE, SCALE, PATTERN, STRIPE, POINT. 

7. 6 User Definable Keys for Special or Repititious Functions. 

8. Over 38 Special Control Key Commands with Multiple Modes. 

Following is a partial list of all the commands that are included in 
the 32K of 2-grass software. It takes over 188 pages of the Z-grass 
Manual to describe all the commands and how to use them. Also included 
in the Z-grass manual are 18 lessons in programming with Z-grass, plus 
information all the swap modules that can be bought on disk or cassette 
tape. These swap modules allow the user to get new Z-grass commands as 
they become available. - — 



Commands: 



Gr aph i c s/ 
Arrays: 


Di sk : 


l nput/ 
Output : 


Math : 


Program 

Flow: 


ARRAY 


DBAKS 


CONTROL P 


ARCCOS 


.B 


ARRAY. INT 


DCREATE 


GETDISK 


ARCS IN 


.F 


ARRAY. STR 


DOELETE 


GETTAPE 


ARCTAN 


GOTO 


sox 


DDELETE.BAK 


INPUT 


COSINE 


IF — - 


CENTER 


DFETCH 


INPUT. NAME 


EXP 


JUMP . ERR 


CLEAR 


DFETCH.ZAP 


INPUT. STR 


INT 


RETURN 


CLEAR. CRT 


DGET 


PORT 


LENGTH. NUM 


SKIP 


CLEAR. MIND 


DGET.BAK 


PRINT 


LN 


STOP 


DISPLAY 


DGET. OR 


PR INT. FORCE 


LOG 


TIMEOUT 


DISPLAY. SCREEN 


DGET .XOR 


PRINT. INP 


POWER 


WAIT 


DISPLAY. PAN 


DGET. FAST 


PR INT. CURSOR 


SINE 




LINE 


DINIT 


PRINT .CEOL 


SORT 


Usar 


PATTERN 


DLOAD 


PROMPT 


TANGENT 


PATTERN. FILL 


DLOAD. CLEAR 


PROMPT . FORCE 


Miscal 1 anaous: 


I nf or mat i on : 


MMOUE 


DLOAD. SET 


PUTDISK 


ADDRESS. AR 


MMOUE . UP 


DLOAD. ZAP 


PUTTAPE 




POINT 


DLOOK 


RS232 


compile 


ADDRESS . STR 


POINT. SNAP 


DPUT 


RS232.GET 


CONTROL 


ADDRESS. Z 


POINT. PAN 


DPUT.TV 


RS232.PUT 


DELETE 


ANYARGS 


SCALE 


DSETUP 


RS232.AGET 


DELETE. NULLS 


CORE 


SCALE. SCR 


DSETUP . RESET 


RS232.APUT 


EDIT 


HELP 


SCALE. PAN 


DUSEMAP 


RS232 . SGET 


LOOPMAX 


STATUS 


SCROLL 




RS232.SPUT 


RESTART 


USEMAP 


SHRINK 

SNAP 

STRIPE 

STR I PE. STR 

STR I PE. OFF 

TEXT 

WINDOW 

WINDOW. BOX 

WINDOW. FULL 

WINDOW. CENTER 


String 

Man i pul at ion : 

ASCII 
LENGTH 
LPAD 
STRING 
STRING. NUM 
SUB . STR 


RS232.BGET 
RS232.BPUT 
RS232. RESET 
TABLET 
TERMINAL 




VERSION 
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The 3231 Arithmetic processor is an integral part of the high speed 
graphics capabilities and is offered as an option costing several 
hundreds of dollars on other computer systems. This chip alone 
increases the speed of the mathematical computations by up to several 
hundred times and therefore is essential in producing the real time 
responses needed for complex graphics simulations. 

Func t i ons : 

1. Fixed Point Single and Double Precision <16/32 bit). 

2. Floating Point Single Precision <32 bit). 

3. Full Binary Data Formats. 

4. Addition, Subtraction, Multiplication and Division. 

5. Tr i gonometr i c and Inverse Trigonometric Functions. 

6. Square Roots, Logarithms and Exponentiation. 

7. Float to Fixed and Fixed to Float Conversions. 

8. Stack Oriented Operand Storage. 

Fortunately all of the above mathematical formulas are executed 
transparent! y to the user and are completely controlled by the Z-grass 
software. This device has been manufactured using the most advamced 
N-Channel Silicon Gate Technology and therfore is extremely fast and 
rel i abl e . 



2000 BAUD DUAL CASSETTE INTERFACE WITH MOTOR CONTROLS 

The Dual 2000 BAUD Cassette Interface is used to store and retrieve 
programs from a cassette recorder. The system includes 2 separate 
cassette ports with individual motor controls. With the computer 
controlling the motors, one cassette could be giving audio instructions 
while the other is loading program material into the computer. The 
dual motor controls can also be used to let the computer start and stop 
the cassettes to merge files or select audio or program data. 



4 Channel 5.25 FLOPPY DISK CONTROLLER 

The WD 1770 5.25 Floppy Disk Controller/ Formatter from Western Digital 
is the latest in floppy disk technology. This controller contains a 
diqital data separator and write precompensation circuitry to insure 
optimum data integrity to and from the disk. This 5.25 floppy disk 
controller is capable of driving up to 4 disk drives in either single 
or double density. The total amount of memory capble of being accessed 
in double density mode with the IBM MFM format would be approximately 
750,060 bytes. This floppy disk controller maintains complete 
compatabil ity with it predecessors and therefore can be connected to 
most any 5.25 disk drive. 



ALTERNATIVE ENGINEERING CORP. 
P.0. Box 128 - Gardiner, ME 04345 
<207) 623-8506 
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The system power section includes one switched 120 V 3 prong grounded' 
outlet on the back panel to be used -for the Bal 1 y/Astrocade wall 
trans-former . This outlet will turn your Ball y/Astrocade unit on and 
of-f with the VIPER 2-grass unit. The -front panel on/o-f-f switch is 
illuminated for your convenience and is a good quick reference to 
insure whether the syetem is on or off. Because low voltage and power 
spikes can cause a computer to intermittently fail the UIPER has a 
specially designed microprocessor power transformer that is capable of 
operating at 180% efficiency even when the power lines drop bel0w 

110 volts. To help protect the system from power spikes the VIPER also 
includes a high efficiency RFI/EMI AC Line Filter with fuse and also a 
M.O.Vr <metal oxide varistor) for Hi-Vltage spike protection. 



AUDIO MIXING AND STEREO OUTPUTS 



With the VIPER 2-grass system you can use either your TV or your stereo 
sound system to listen to the sound effects of the music synthesizer. 
You can also play your cassette recorder thru the TV or stereo system 
thanks to a special circuit in the VIPER System. Wj th * hl * 
flexibilitv you have complete voice and music capability for Compute 
Aided Instruction <CAI> , Adventure games and many other applications 
where high quality sound and programs can interact. 



DUAL RS232 COMMUNICATIONS PORTS 



The RS232-C dual channel communications ports allow your VIPER to 
communicate with the outside world. These ports can be used with a 
Laide variety of the latest in communications equipment and both 
channels have independent programmable BAUD rates <300 to 38. 4K BAUD). 
The following devices can be used with these ports. 



1. Printers, Dot Matrix or Letter Quality. 

2. Bit Pad Graphics Digitizers. 

3. Voice Synthesizers. 

4. Telephone Modems. 

5. Remote Appliance Controllers. 

6 . Other 2-grass Computer Systems. 

7. Remote Keyboards. 



The final price of this system has still not been determined, write to 

alternative engineering corp. 

P.0. Box 128 - Gardiner, ME 04345 
<207) 623-8586 



for final pricing and system features, 
fantastic graphics computer system!!!!! 



This is going to be one 
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WELCOME 
TO THE 
WORLD OF 
ARCADE 
PROGRAMMING! 



Your Basic Videocade provides the capabili- 
ty of creating your own programs! 

If you are interested in continuing your 
education in computer operations (developing 
games, unique visual and audio effects, 
greater understanding of the tool) • 

THEN SUBSCRIBE TO THE 

ARCADIAN 



This Newsletter provides a forum for those 
who want to increase their knowledge of 
the features and techniques of the 
ARCADE, enabling all of us to benefit. 

The ARCADIAN has been publishing NEWS 
and DATA since November 1973, thereby pro- 
viding the root source of all user programming 
for the ARCADE. 



WE PROVIDE: 

TUTORIALS - Explanations, both general and 
specific, how and why the ARCADE works the 
way it does. We tell you how to “translate” 
from other versions of BASIC language. 

HARDWARE - Subscribers have devised 
methods of adding printers or keyboards 
which we document. We provide you with ear- 
ly news of factory releases. 



EXPANSIONS- We are directly involved in 
working with companies that are now produc- 
ing memory additions at the 4K and 16K level. 
These additions include extra features to 
enhance their use. 



PROGRAMS - We have published over ISO 
major programs in the first 40 issues: GAMES 
such as Bots, Othello, Bowling, Golf, 
Checkers; TECHNICAL such as Memory 
Dumps, Hex/Binary/Decimal Conversions, 
Decimal Math, Machine Code; FUN such as 
Color Chart, 3 Tone Music, Graphics 
Assembler. Plenty more. 

SUBSCRIPTION is $15.00 for the current 
volume of the ARCADIAN, which starts each 
November. The sheet folds Into a convenient 
self-mailer. Include your Check or Money 
Order and pertinent data. 

Published 12 times a year, each 
issue contains at least three programs of 
various types. 



BACK ISSUES also available. (Valuable for 
their educational material): 



) voi. 


l 


(Nov. 


’ 7a 


to 


Oct. 


’79) 


♦10.00, 


CAN. 


*12.00 


) Vol. 


2 


(Nov. 


* 79 


to 


Oct. 


’ BO) 


♦10.00, 


CAN. 


*12. 00 


> Vol, 


3 


( Nov . 


’80 


to 


Oct. 


’81 ) 


♦12.50, 


CAN. 


*15.00 


> VOl. 


4 


( Nov. 


* 81 


to 


Oct. 


’82) 


♦12.50, 


CAN. 


*15.00 


) Vol. 


5 


( Nov. 


’82 


to 


Oct. 


’83) 


♦15.00, 


CAN. 


♦20.00 


) Vol. 


6 


( Nov* 


* 83 


to 


Oct. 


’84) 


*15.00, 


CAN. 


♦20.00 



Pleas* make Canadian checks to "Robert Fabris" 

Robert Fabris 
3626 Morrie Dr. 

San Jose, CA. 95127-9990 

(408) 272-1060 

The SOURCE: TCD959 

Name: 

Address: 

City/State: 

Zip: Tel. No.: 

Unit Purchased From: 



Unit Serial No.: 

This portion will be used for your address label: 

NAME: ' 

ADDRESS: 
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Bob's Electronics 
348 E. 4th Ave. 
Stanleys WI 54768 
<715) 644-2557 



to Astrobasic 
There is no 



SWBX- 1 (Not Shown) 

A1 1 ows continuous connection of tape recorder 
rartridoe. with no modifications needed, 
interference! Change from ; PR INT to iINPU J with a flip of the 

switch. 

*17.95 postpaid. 



S14BX-2 < Shown at right) 

Same as above but with speaker 
and volume control added so you 
can hear the signal going into 
the Arcade or tape recorder at 
a comfortable level. Great for 
finding the beginning of a 
program on mul ti— program tapes 
or tutorials! Two plugs go into 
your tape recorder and one into 
the Arcade. 

*20.88 postpaid. 




SC-i (shown below) , 

Suitcase designed to hold Astrocade, Hand Controls, 
Tapes 3 Tape Recorder, Wall Transformers, Cords 
Accessories. SC-1 is quality constructed of 1/4 
lined with foam rubber and covered with rich broyn 
orotect your equipment. It has a hinged top 
keys? ® carrying handle, and rubber feet on two si 
you can take your Astrocade with you ? n 
28 1/4 x 12 7/8 x 5 7/8". Shipping weight approx. 
Please state size, of your tape recorder. 

*30.08 postpaid. Custom made *5.00 extra. 



Cassette 
and al 1 
pi ywood , 
vinyl to 
locks and 
des . Now 
! Size is 
12 lbs. 



Bob's Electronics 
348 E. 4th Ave. 
Stanley, WI 54768 
(715) 644-2557 
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NEW EXPANDED MUSIC AND THREE VOICE MUSIC UTILITY PROGRAM 
This new master program a 1 lows you to store roughly 15 to 
times more music than the program in the Astrobasic Manual, 
depending on the music. Also, tells you the proper note 
durations. Note . this is a MASTER program, you will have 
to key i n your own mu si c . However , the "foil owi ng t i 1 1 es are 
now avai 1 abl e : 



Marche Mil 1 i tare 

Sunrise, Sunset 

Semper Fidel is 

The Thunderer 

The National Emblem March 

Frosty, The Snowman 

Those Were The Days 

S i 1 ver Be 1 1 s 



_The Muppet Show theme 
_The Washington Post March 
_The Rainbow Connection 
_If I Were A Rich Man 
_Can You Read My Mind 
_Let it Snow 
We've Only Just Begun 
"it 



Theme from MMASSXH 

More to come including Superman, Star Wars, Princess Leia's 
Theme 

The price for the Expanded Music Program and two different 
music programs is $9.95. 

The price for the music programs are three for $9.95 



>end a SSAE for a catalog containing the latest titles. 



Bob' s Electronics 
340 E. 4th Ave. 
Stanley, WI 54768 
<715) 644-2557 
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ENHANCE YOUR ARCADE with the beauty 

OF SOLID OAK ■ 

0 OAK BASE IS WALNUT .STAINED WITH BLACK 
WRINKLE" ON! KEY MASK 

0 KEYBOARD ENCLOSURE FOR BLUE RAM. JAMECOg. 
OR EQUIVALENT 

0 SUPPORT FOR BLUE RAM ADD ON 
0 PRICE ONLY ? 27.00 PLUS $300 POSTAGEtHANDL. 

x / 



SEND CHECK CR MCNEY ORDER TCf. - 

ED HCRGER 
1250 DICKENS 
TROY, MICHIGAN 46064 

\l/ 
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.An Exciting game of 

skill and timing 



The eight program offering 
listed here represent the 
finest software yet devel- 
oped for your Astrovision 
unit. They are not merely 
computerizations of exist- 
ing games, but axe 
original concepts developed 
over months of work and 
designed to provide — 

challenging computer enter- 
tainment that will endure 
the test of time. Although 
we have developed many pro- 
grams and are testing still 
more, we have released only 
these eight. At Esoterica, 
we are dedicated to quality; 
quanitity may come later- it 
all depends on your 
satisfaction. 

Tapes are $15*95 - - - 
IS Funds 



an 




□ a 




□a 


□ 


□ a 


□ 


aa 


□ 


□ a 

□ □ 


□ 


aa 


□ 


JTL 





1 . 



GARF is attacking Garbersville! You are the only hope for the defense of its 
good citizens. Will your missies intercept his bombs in time to save this 
strategic outpost? 

Ten Pins • an exciting game of bowling complete with hook ball, gutter balls, 
AMF style pinsetter and every spare situation found in real bowling. 



This fine software is designed to be used with your Basic cartridge and tape 
recorder. From: 

ESOTERICA LTD. 

Warren. Ohio 



WILDCATTER 




1 All the excitement of the old time oil wildcatters! Take charge of your small company 
as you explore for oil. Study the geological data, calculate the risks, and make the 
smart investment You could become a wildcat millionaire! Computer gives all 
necessary data for one to four players: Holds production and income information for 
up to ten wells per player: Keeps running account of income and expenses right down 
to the dollar Full graphics and sound. 

2 A 8omb has been discovered at police headquarters. In order to disarm it you will 
need: the eye of an eagle, the steady hand of a brain surgeon, the deductive powers of 
Sherlock Holmes, and the heart of a Kamikaze pilot. Oh yes, you will also need 
BADCOR (Bomb Analysing Disposable Computerized Robot). Can you diffuse the 
bomb before it blows you up? 



This fine software is designed to be used with your Basic cartridge and tape recorder. 
From. 



ESOTERICA LTD. 

P. 0. BOX 614 
Warren . GH 44485 
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THE GREAT 
AMERICAN 
JIGSAW! 



a v*t 
os+< 



? 



f«f>/e a~t 

006. GM«A 



Inc . So'P/'umrc. 

• */5.1 S’ ecLcIn 

Kqndliw^ included 



mm Ul Ml am Wnrinf hHi 




Esoterics Limited 

V1M1 



1. Everybody knows where California, Texas and Florida are located, but 
can you identify the state which the computer has selected at 
random and drawn in the lower left hand corner of the map ? It is 
surely easy with seven choices from which to pick, but if you really 
need help the computer will assist you by showing its exact location. 
10 pts. for the geographer and 5 pts. for the duffer. We give you the 
three easy states and the other 45 go together like a jigsaw puzzle. 
Side 2 gives you topographic features and asks for major cities. Red, 
White and Blue graphics for a patriotic effect. 

***************************** 

This fine software is designed to be used with your Basic cartridge and 
tape recorder. From: 

ESOTERICA LTD. 

Warren, Ohio 




1. You are sitting at the helm of the 400,000 metric ton starship looking through the 
front viewing screen into deep space. It is a weary ship. You have already destroyed a 
Klingon outpost and have just done battle with a Class I Cruiser. Suddenly a siren 
sounds "Red Alert". "Klingon Battle Cruiser" flashes across the sensor read out and 
suddenly the vessel appears on the screen, very small at first, but getting bigger as he 
approaches. He's attacking at warp factor 6! Before you react the enemy hres. An 
alarm sounds! Engineering reports the hit damaged the photon torpedoes. The for- 
ward shield is still weakened from the last battle Another blast fills the screen as its 
about to hit. You must act quickly! You are not yet in phaser range. What will you do. . . 

2. A game of computer putt-putt for 1 to 4 players. Use the joystick to line up your shot. 
Hit the ball hard or soft with a "perfect golfers touch' Bank it off the Side boards for 
those tricky shots, but don't hit it too hard or it will end up in the rough. Computer 
keeps running score for all players including penalty shots. It also prints player up 
and hole no. 

This fine software is designed to be used with your Basic cartridge and tape recorder. 

From: 

ESOTERICA LTD. 
p . 0 . BOX 4 1 4 
Warren, Oh 444b5 
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ROAD TOAD 



The old proverbial chicken may have crossed the road to get 
to the other side but the Road Toad has slightly different 
motives. In the tradition of Angels Camp you prod the toad 
wi th the use o-f your joystick ski 11 -fully guiding him through 
several lanes of traffic that becomes increasingly congested. 
But watch out for the speed demon in lane 3. He often comes 
without warning and definitely does not break for toads. 

FOR ASTRO BASIC ONLY 
* 15.95 



SKI SLOPE 



"They called him SUPER SKIER though he never had a lesson" 
And now you take up where he left off. Super Slope is a 
super sking program from Esoterica Ltd. No experience 
necessary . 

FOR ASTRO BASIC ONLY 
* 15.95 



ESOTERICA Ltd. 

P.0. Box 614 
Warren , OH 44485 
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BLAST droids 



A neu» game by M Spectrecade" 



A one to two player (Head to Head) Space Game, in which the 
players are to destroy Droids flying in outer space. Very 
similar in action to Atari’s Asteroids <TM) Coin-Op. 

In some screens there are force fields, to protect you if 
you are on the outside of them. In the higher levels, you 
must do some fancy flying to manuver your ship in position. 
This cartridge has two programs included. One for Game Play 
and a Training Sector for practicing your flying. 

BLAST DROIDS has 9 different screens, with different 
force fields and Droids. Very fast, exciting, action. 

So, beware, and Blast the Droids. 



* Asteroids is a copyright of Atari Inc. 



Order from: 

ABC Hobbycraft Pafe H 1 

CPU Electronics Page H 2 
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COVE 



"Jewels and Gems! Pieces of Eight! Doubloons and Gold! 

A complete pirates’ hoard lies at the bottom of 

TREASURE COVE 

and is yours for the taking. But Beware! 

Deadly, poisionous fish, sharks and the dreaded octopus 
remain as guardians of this trust and will vanquish 
intruders. Can you collect the treasure and return to your 
boat before the oxygen runs out? Continuous MUSIC, and 
fantastic underwater GRAPHICS add to the enjoyment of this 
great action game from Spectrecade. 1—4 players. 



TREASURE COVE is the original creation of 
Spectre Systems, Inc. Design by Brett Bilbrey. 



Order f ~ err : 

ABC Hobbycraft Pa-f© H 1 

CPU Electronics Pag© H 2 
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Music To Soothe 
The Savage Arcade 

ZOK! ROW! PFAAFF! BOOM! Enough already! 

Give your Arcade a break from its constant violent 
roving about the galaxy fighting with Cylons, 
Klingons, Wizards, Dragons and the like! Good 
grief! Aren’t you ashamed of your Arcade’s constant 
warmongering? 

Give it some music to soothe it’s motherboard. 

Let it regain some strength before sending it forth 
to battle again. Your Arcade will exhibit a dimension 
you never suspected it had. Beautiful, harmonious 
music will pour out of your TV speaker, sounding at 
once like an organ, or again like a circus calliope! 

TAPE I: BACH’S 15 TWO PART INVENTIONS 

All 15 of them on one tape. One :INPUT;RUN command and 
they all load and play consecutively when you leave the tape 
running. Please indicate Bally BASIC or Astro BASIC . $10.00 

TAPE 2: 27 ARCADE CHRISTMAS SONGS! 

One :INPUT;RUN command plays through the whole 
tape.Enjoy 27 of the all time favorite Christmas songs, all in 3 
part harmony, some with vibrato. Please indicate Bally BASIC 
or Astro BASIC $ 10 - 00 



TAPE 3: BALLY ARCADE RAGTIME - REAL EXCITEMENT! 

Contains 14 of Scott Joplin’s favorite ragtime classics. When you hear the rhythm 
and syncopation you won't believe it’s coming from your computer. Indicate Bally 
or Astro BASIC....... S 10 - 00 



TAPE 4: 3 VOICE SCREEN RAM MUSIC ASSEMBLER! 

Complete with tutorial and documentation on how to program 3 voice music in 
Bally or Astro BASIC (indicate which). Uses a newly developed technique of storing 
the notes in screen memory, allowing up to 2400 notes per song! Please indicate 
Bally BASIC or Astro BASIC $10.00 



TAPE 5J SINFONIA TO CANTATA 29 by J.S. BACH 

A 4180 byte 3 voice musical performanc that will leave you 
breathless! Loads 3268 bytes into screen memory and plays 
for several minutes. Then, a 9 second silence while the last 
912 bytes load. Then the Sinfonia finishes in a crescendo. If 
you have a Blue Ram or Viper tell us. We’ll send you the 
extended memory version which plays continuously to the 
end. Available in AstroBASIC only $5.00 

GEORGE mOSES CO. 

P.O. Box 686»Brighton, Ml 481 16 





ALL SOFTWARE SATISFACTION GUARANTEED 

Page G 14 




Page G 15 



Catal oq 



Page 6 15 



More Software 
To Extend Your Arcade’s 
Imagination and Usefulness 



PROGRAM A ANALOG NON-DIGITAL CLOCK 

A real old fashion clock with a sweep second hand. 
Keeps accurate time. Indicate Bally Basic or Astro 
Basic. 



FREE 

with purchase 
of program 
C, D or E 



PROGRAM B ASTRO— ZAP!!! 

Player-up sirens, fast action graphics, big explo- 
sions, bonus bases. Up to 4 players with up to 4 hand 
controls. Kamikazees! A real blast!!! Indicate Bally 
Basic or Astro Basic. 



FREE 

with purchase 
of program 
C, D or E 



PROGRAM C 



TIMECARD CALCULATOR 

Figures your wages to the penny using the math 
routines built into the Bally Basic cartridge. Will not 
work with the new Astro Basic. Just input the times 
you punched in or out all week and the computer will 
automatically figure wages and overtime h °urs at 
time and a half. Available in Bally Basic only . $10.00 



BALLY 

BASIC 

ONLY 



program d 



PROGRAM E 



HOME BUDGET KEEPER 

Keeps track of expenditures on 20 budget categories 
plus income. Will register a Percentage-of-lncome 
Statement for every expenditure on demand. Very 
fast graphics with highlighted items and columns. If 
you retape program after each use it will 
automatically accumulate all expenses and income 
and separate them by week, 
year-to-date!!! In Astro Basic only $10.00 

SCREEN RAM WORD PROCESSOR 

Very efficient! Allows storage of over 2000 
characters in screen memory, even though Bally 
Basic only allows 1800 characters. And this is with a 
program already in memory containing its own utility 
to dump data from screen to printer or to tape at the 
touch of a key! Designed only for Bally BASIC. Sorry, 
the new Astrovision Basic doesn’t have the printer 
driving logic required 



ASTRO 

BASIC 

ONLY 



BALLY 

BASIC 

ONLY 




language ' LIFE by Jay Fenton • .$16.00, 

Su r"“ "e seen life games before. A BASIC version was Published in 

year or two ago. It took 5 or 10 minutes pergeneration! Weil how > about one generation 
□er second? Tup! ! ! Jay Fenton, the guy who wrote BALLY BASIC, GUNFIGHT, SCRIB- 
BLING, CALCULATOR and GORF! has revved up your Z-80 processor to give you a tuH 
screen scan and a new LIFE generation each second! Put some LIFE in your Arcade 
(and give some spending money to Jay Fenton to keep him in a programming mode. ) 

Buy life and get "nuke the !$&!” free!!! 



GEORGE mOSES CO. 

P.O. Box 686* Brighton, Ml 48116 



ALL SOFTWARE SATISFACTION GUARANTEED 
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A-.ZEN INVASICN 

h *f mt **• control* or a pulse-pounding photon cannon. Tour orders 

▼m % £ *^ l en * ?•*" «»ciilnea. It talcoa a cool head and a steady hand. Only 

jou^stand In their way. Can Barth ha eared or will the aliens destroy your cannon and invade * 

* J pietur * totalled in 3-diaension would require nore memory than is available 
** t fa * Ar S* d# Pfograa seotton. We have utilised a special Arcade feature called aasssereen 
E"EZ*, * ta “ t * K of aeaory available in this way. The game operation ia^onSEEd 

Program aeauiy section. By using both in a unique way this game, ’with expanded 
|rt^icfly la postiblie It la aqulvalaat to about 5X, oX ntoozy. 

if Pfok*^? u **_ ^ Areii * graphics to date and the largest aost detailed 

Play field yet developed for Basle. 

S"* 4 * ■** "• »1U d«*»et Si. 00 from total. 

1-612-653-6395 9AM to 9PH CST - for next day shipment! 



Cassette# 14 Alien Invasion & Claim Jumpers $15*95 New Basic Only 




Claim Jumpers - Stare your claims, on 4 sides, and nark them with your symbol. Claim 
jumping happens when one player puts the last sids on the other player's claim. This game 
uses one of L 4 M's exclusive features, ths computer can play, too, as an option. Pun for 
1 to 4 puoplto 



SOFTWARE 



8599 Pramewood Dr. 
Newburgh, El 47630 



Page 
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SECRET DF PELLUCXTAR 



Foa. BaJJLy / Aj&wcade. 

Join the a wit thousand adventurers exploring tho ultlaate fantasy experience -Secret of Pellucitar- 

Tou oro • soldier of fortune in coaaand of tho starship Zsdra. A captured alien, whils dying, has 
told of a oast silver treasure on a distant planst and given you the secret keys. °teat 
11a in tho pro historic subterranean city of Psllueltsr. Ton have hurried there, pushing tho Zsdra 
to all posalhls warp speed; 

(SIB! 1 ) only to find a aystarlous fores, which can cause taapornry changes 

wsys now occupiss ths planst and dasartad underground tapirs. Proa a parking orbit you launch 
your axplorer > TahIclaaad golds it downward. Choosing one of ths >sny tunnel eatrlea. fou .kill- 
fun- narirats through tho pro historic ansa of catsaa and paaaagswaya. Tou wa tch for your chance 
and whan ths fores opens ahortcuta you quickly boys across, winning ths socrst treasure for your 
reward. 

(SIM 2) only now do you realise that your 1st mats has taken one of the explorer *“* *• 

asking a run for the traasuro. Tou quickly descend in another explorer, intent on airiYing at the 
treasure first. 

this gaaa requires a saooth hand and a sharp eye. Who will claln the secret traasuro? 

swysts 2USS sssisvs assrs: ess* srsss s x&A’s " 

fantastic. 

Added to this, a fin. aualcal score by George Mo.es and it has the potential to becoa. a ela-sic. 
lorn ally, a picture tkii MUM i i“pEEl 

in the Arcade program section, be hare utilixed a epeexma arc operation is contained 

trtS' , «<* 

graphics, is possible. It la equivalent to about 5t of aeaory. 



QoptfAjUjki. 1^82 L&fl Sofctwcuie 

ScAxen <£ pome pAoyAam by Cf/iey (<\LLL&a 
fliuA-LcaJ. p/ioqAom by (jeoAg& fllo4&4 




Foa mw BeLd J j o or 



Cassette #15 $15*95 

SECRET OF PELLUCITAR & 
SECRET OF PELLUCITAR II 



SOFTWARE 

3579 F/uvaewood Da.. HeuhtiAyk ON. U763O 
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A, 



Smooth. Motion 





flachJjve ^/uiphJjzo 



Ym. an the commander of the underground MX missile, defense for the top see rat facility . 

-j,. *+ star of ail ion origin- lou take control of the MX system, positioning xne 

can” radio i^^^t^rto^h^nf^b^tl^stlr . blttir^aTwili f”e back. 

Ezitor sailed to hiaself as he settled the huge ship Into * parking orbit. well 

a’-Mff&s «.ntrsawrs -- 

d.rgro^o^^f^r^n^"™' destruction and in so doing, par. the way for travel to the stars? 

Normally , a picture this detailed ^-dimension would ^^“lled^s*" 

ble in the Astrocade program section. We have utilised a speciax aro^^^ operation is con- 

screen memory. There is almost 4K ofmemoryavail .. jrraphie utilise specially encoded 

= =r ; : 

A special note of thanks to Andy Guevara of Bit Fiddlers, without whose help this game 

could not have been. j a cartridge quality game | 

Tcyje Qaooette ^ j^itor^Raveng & The Mummy s Treasure both for $15.95} N«.m Bajlc Only. 

The Mummy's Treasure- Her. is a treasure hunt * ^un^tAe^^ rSom^or, 

S? nwmmy^finds* y^rL^r^y'is'Slfferent and exciting. FOR 1-4 FLAYERS. Very Color ful . 

8599 Frame wood Dr. 

Newburgh. IS 47630 
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G 



[(jail in your order, COD or Master Card, and we will deduct 11.00 
1-812-853-6095 9AM to 9FK CST - for next day shipment! 
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Smooth moving arcade style characters 



A cartridge quality game 

'— ONTA?i = 




Hon blinking machine graphics 



New Baltic. Only. 



Tha 7 th fleet is engaged in the top secret mission, code named Akreon, the 
fljst star drive engineto it*s final destination. Presently the 7 th fleet is moored just off 

th# C !Sfa£ the’lo^under'of 1 the^omic £S£d attack sub. Nautilus. Tourmission is to pro- 
tact the fleet during it*s stay in the harbor, the watch is proceeding 

ly you LTstartledto attention by a generalalaxm. Tou hurry to your battle station where 

the radio officer gives you the report of a TOO ln al __ «t nears. It's 

Tou watch tha radar screen in purxlement. The object grows in sise as « nears. * 

All was going well, but now before his very eyes, the i«mm* ** ^Tey. battle 

ffiS'u *™ *»• *•<«• «“•* 

:::;™ awas s: w ■ 

you up to it? To win you will need to mount a historic assault on the alien. 



Noolly. . ,l.«r. m. W1U “ •SS/SHtTSu* 

ble in the Astrocade program section, we have uvxiis p ^ _ M 0 p Br *tion is eon- 

screen memory. There is almost 4 g of ■*® OI ^ h ?TJ i i ha nachine graphic utilise specially encoded 
tained in the 1.8K program memory J5 ^r^m5?Sith expanded graphics and 
memory sections. By using all three in . ^ t0 about 6K of memory. 

smooth flowing motion, is possible. It is equivaxenv w 



3 -d nc i« me - ‘ » £ 3 d S l K.£5; 52 S5S iS"i55 

3 0, RT^!5i w ' 1 53n.Srtfi”5ikS !, Jd 2*3 .. ,****, 3 *•««***■“» *••««•« 

QA in 4 colors. 




8599 Pramewood Dr. 
Newburgh., IN 47630 













ost aagsw 



Copyright 1983 Bit-Fiddlers 
Distributed by L&M Software 




•ZoO* 4» 

&qO 



<cs 



You are the guardian of a 21st century undersea farm. Not only is 
this important to the survival of the people on earth but the com- 
pany you work for have risked millions on this venture. 

Zardos, the evil king of a distant planet, needs this food for him- 
self and has sent android divers with other sea creatures to steal 
this food. 

You are provided with the under sea hi-tech, sub-surface cruiser, 

Sea Devil, equipped with the latest in sonar screens. You can spot 
targets at great distance’. As they come into range your laser makes 
quick work of the poachers and accumulate valuable sub credit points 
for yourself. 

Zardos personally is commanding a submarine which will fire cluster 
^S^bombs to keep you at bay. 

£^Can you get Zardos in his sub? He*s worth 1,000 points if you can. 










aM S 2.00 Poaiaga S ftarvLUng 



SOFTWARE 0599 FRAMEWQQD DR. 



NEWBURGH, IN. 47630 



Tou nay also call In your ordsr - - 1-812-853-8895 from 8«AM to lliFM CST. 
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6 WZ 5 available- the ASTRO CAPS professional ARcADe/ 
/Accorded in 200c baud Astro basic. 

‘Tfcrc * 



Afcs^i- HAUNTS VlcWSt? . . . apventure same 

OSES NINE 5 EPERATF PROGRAMS To P»-AY/ PlFFERENT RESULTS EVgR'f GAME. 

TRY to get out of the locked house by examining piffere*^ items i^the 

ROOMS. ONE fuAYEA-KEYPAP 



*1002.- QUICKDRAW/ SKUNK A 

Mm c p pt?AW.. . ONE ©RTido PlAYeAS- HAND £oa»TRolS- BEAT the AstAocaoe 
(©a. Another Flayer) t© The draw/ ten difficulty selections, graphic 

Co WgoYS. the FASTER You DRAW, TH£ AVAE fblNTS Y*U ScoRE' _ 
^jCiJNIC ... ONE TP Fouft PcAYEAS-HAHO CONTROLS - 0 «NT Roll A OMe, OR 
You lose YouP.TUR.fJ. Roll pouguE ones, ANO You lose You A Total soofte/// 
GREAT FAMILY GAME. 



*3005*- GUESS Five*/ CHOCK-A-LOOC 

fiugFc; riuF“ ... one player- keypad - A "mAsteRMind'-tYpe game With many 
special effects... AoOtcnVe/// 

CHUCK-A-LOCK... one PlAVEA-KEVFAO- START WITH $goo.AO,/tNO T AY To WlN 
*t?,iToO TO BREAK THE BANK./ 

4 Hoc£- SAUCFR. ATTACK. / Missil.r peFTN^ET 

SAUCeCATEfl^** player.- hand control- saucers are TRYING to 

land All ARoUNO Y©U, Rwj> IF FiVC OF THEM Do, You'RE SUNK/ YoO CAN ZAP 
them two different ways, but You've got to be fast/// difficulty 
increases as scopes get higher.. 

At i g < ilp OF feaKct ,. . . (Imc PlAYER- HAND ContRol- SA tfG YoU£ CITY FR©M FAu.* 
Our/ V©u HAVE ThREE CHANCES to guiCiC THE missile FAom K'TriNO Y«uR citY. 
Oon’t 6u>w THEM /fi intensity INCREASES wit* so&RE. also saves iwrnP.cs 
OF HIGH ScoRER of THE PAY. 

* 7 oog-s|CKo-'THGRAI > V I ?H . 

??? Flayers- keypad- cure C??) y ou A. Problems with YouR AstRocaof. let ou£ 

jigcs- THfilftPlST P&oEE Yot/R AiMO, ANO SEE IF THERE *S MUCH OF IT LEFT WHEN 
he's Pone/// great PARtY GAmf. 



*ttoio- CLAUSTf&PHoBlA / CATCH THE Bcrog 

fi t ^gfflAPWARift " £*»€ To pouF PlAYERS-HANO Controls -TRW To Cor THE FUSE O/U 
THE DYNAMITE BEFoRC IT EXPtoOEs/ BvT You HAUE To WORK YwR WAY OUT OF AN 
EVER- CHANG HOG MAZE T& GET -THERE.' 

CATCH THE paMR ...OAIg TO FoUR Pl AYERS - HAND CONTROLS- SoMgS ARE FALLI/VE, 
AwO YoUR only CHANCE ISTb CATCH THEM IN Y«UR WATER BUCKET" BEFbRE “THEY 
HiTi on fortunately, the moRe You catch, THr faster They pall., ten 
levels ©f Play, features /machine lanevace graphics. 
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f^Ufc^P^AS - HANPCoWrRolS- BV *V&? SKALA-T^ To Ho^ 
icuH FA<Xb Access A SlX-LAtf* HIGHWAY WITHOUT SElM6 SPtATTE'D C?M THE PAVC 

M*tfT. IMAchia/G lAa/«UA *6 GRAPHICS. * ^ A stoAiCmt 

SLGSrieC.- OrtE T« Foil A PLAYERS- HAWD CoMTRolS- OW You wAc* A sr*/HGirr 
*.* THf BAR AFTFR s,* was? IF Ycu^YoU get AmotHeR 

&FFA A*J/> GET To “ne.V AGAiaI/// J7 / ^ 

£ie%"fo o^lAV£*S- hamo £outrous -The L.Tffer 

^T, 6 mTVf r^ r "“-the 

PiFFEREWT MAZES WITH PaTS UlHK-E AVOlDltfS THE GHOSTS. .. 

., „. cviocftAM- BOWUlJC SeCR.e7^K.Y-THis PAoeAAM 

#gl- BQS^es.'S ot^gutAPC AueFF6Fs, teA« amp iwPiviti/AL hawpicAPS, 

^rSSaa s±*jfft sr 

TO AlOFTHE*. PmWiAT. IOSTA0criO»JS, LISTIMSS, AMP <'•»•<■ OPCOME^TATHWWf-UA • 

All TAPfS A&o\I£ Age ■#!£?£’ (b.s. w«ps 

AMP RfOUlAE THf ASTAP- toSIC CAtrA-Ote AMP a CASSETTE TAPE RecotoEft 
_ To Rv)*J. 

(NEvj/.|) \C>c>tz32K Blue KAfA WiTtf £]CT£fiJ0£t> BASIC. 



'^J|- BV -CASTS' OCEM ULO >^AH *2> 8EAT PA«< 
L 



***«- ■ «*** ^^pcJSJTS 1 - wWpJSS* 

u^»)£) coaJtROlS You HAUF, Vt TO R>OX- pt-«Y6F.» 

r:."r^s? s™ w's^" 

“•i Hr^wsrsAff snsw »r J»* 

Th^s'sn'SS'A UllWUSt! WSUlAES 14* gu«r.<AM WITH 6 jCTE»)PEA BASI- 

ut" nY-*6eioeftAL Vipeo assembler." 

U1 SPEAK To VeWfc PSTtoCAetr IW ITS WATlue t-AuSyA^r ^^ 
USES StTwdARO ZS<3 MWFUMOMlCS, HAS CoA\Pc€TF FPlTiiJG FA ^UTl6-S, 

PR fJTS FXTEMSiVE EARoR MESSAGES, AUoWS LABELS Tc gF VSFP fJ»R J*omRS / 
YARtAgl-FS ETC • WILL CAFArF OBJ€<T PROGRAM C* UldUAMTTO 
kioTF- R&aUiRFS AstAo BASK, TAPE IteGoRpFR, AWP *1^ Caaimhhuk) ©FAPP-ort 
K e«PR.T Su/rTCHAgte- B6TIME6W 6* AMP 2 A ADC REST **£< 6 **' M ' 
MiFEP- ETC.) WouJ AVAilASlE EXCLUSIVELY TWRoV 6H *J^iJ l MA<s& * 

' WRitTFaJ BY PAUC l£ACH. 

bla^k- c^sserre tapes a^ailab^- <1-^- Con* *»m. **•» s^e) o* 

c-io (fiuemjw. each sice) 

^“1.00 £A. B-IO P*H. ^nrtiY ftiofs AwD CurroM 5izCS Also /WAiLAgtF. 

CcRll of. waits) 
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. v ridgo cof^pOLt^r" . , . 







WflffcH OUT Fof? SNAKE BYTES FR©fl\.. 



> < V 




.4 i-Tb^l Players... t ncMdcal JovsTicjcs or At->- share Joystick- *i7 
4: PlFFi<-i/LTY Iw^ReAses As Scores oet Ricne*.. 

4 - 5 " -5 ho© teas ro Start.,. Bonus Shooter. s\ic*t 10,000 Prs* («»W «**♦) 

4 If thf Snaks Don't <£er y©^ ths Spice*. Wi u-i 
"To ofipeA, Sfi « j o ^ 2 , 4. <t j5^TAu C*«.PBsr<WANix>Toi ^ 




rCBD DffiS 

Nl»d£ MILE RoAP 
SOUTH LiotOj ni HtllS 




: PLSASC* 

About 

friccs. 



Of? CALL (313) **37-3^34 o* <f37-ZW F©R cr.o.p. ft3.o© e^<s-> 

foa c .o. p.5 t>s C AnAPA oRHIextco. 

\Je Also £ar£Y all cartrmsfs ano ffcoesseRies pbfi. the astRocape, 
IWCLOpiMfi >AoST TW/RP- PARTY SOFTWARE. S€NP S.A.S.E. FofL PRICE LISTS. 
(TWO STAMPS PCEA36.') 
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All cassette' cames fi&e sem t F/Asr class mail amp include 
iwsmucric/Js. 



Michigan Resipeajts please Ado 4% sales tax. 



We At-So cm£V all ca*tAi/><;fs i*)o.uo//U6 TH/£P-PAATY, Aajp All 

ACC65oft<E5 Fofl. THE AST&oOA&E. U/ftnT R)A OUA HARDWARE FftiCC 
L15TS. (thiCLUDG S.A.S.'E.) 



pgALEftS MOTE * PISCPOAJTS AAE AVAILA§lE OAJ GLUAA/TITY O&VfZRS. 

CALL o£ WAfTE f o& MOAE JjJR>RjHAT/otJ. 



UMf^H TH£ V^cADiA^'AteKJSLeTre^ £b£ latest Aps otJ 
^EW^ADocrS. 



rv 

yj *5dar ^^ttpoero*'' "Ces* ,c &*'{> Cf 



/ ,^ 3 ^. ‘> J ‘ *'- s ° 



, // 



Tu>o GRzat cAfcrRibGeS. £e*r TH€M ajo «*jJ 



II 



hU. C£Dcft.S S€WT OOT Ul iTHlfJ TY& U) ECfiS CP TH 6 

|?c<f iv’eD. C«c«en" BAot-oREefts.") 




£■^0 Hm MILE RoflD 



South lyom, mi q&ns 

Fek C.O.D. Oftpees CAUL (313) 437-31W OH. <? 37-24*?. ip we 
ARC u’or AVfliLAgLC To ANSWER, Yoo MAY l£M£ YwR ORDER ou THE" 

TAPP. 
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16K or 32K 
OF RAM FOR 
YOUR ARCADE! 





The Blue Ram is a small blue 
box with an edge connector that plugs 
onto the 50 pin expansion outlet on the 
back of the Bally. It contains 16384 
bytes of static read-write memory (RAM) 
that can be protected from accidental 
writing (ROM mode) either by a switch 
or with software. An additional 128 bytes 
are not write protectable. A 24-pin Zero 
Insertion Force (ZIF) socket affords two 
8-bit parallel input/output ports for con- 
trolling external devices. Under control 
of your program, any of these 16 bit 
lines may be read (input) or written to 
(output). The remaining 8 pins provide 
power and certain other connections for 
access to the Z80 microprocessor timing 
signals and the sound system. 

The Blue Ram comes with two 
programs on tape, a regulated power 



supply and an instruction manual. In- 
cluded in the programs are a Diagnostic 
for the Blue Ram and an Utility program 
to assist in machine language program- 
ming. The Utility also includes support 
program routines for generating 
multicolors with BASIC and hexidecimal 
write to tape. An arcade game can be 
transferred to the Blue Ram, modified 
and dumped to tape for later loading 
and running in the Blue Ram. Price is 
$249.95. Also available in kit form at 
$199.95 for EXPERIENCED kit builders. 

BLUE RAM OWNERS! We are now 
converting existing 4K Blue Rams to 
16K at $135.95, including an exchange of 
your Extended Basic cartridge. Or, do-it- 
yourself with a kit at $99.95. The car- 
tridge now gives 15,500 bytes of pro- 
gramming space! (31,884 bytes with the 
32- K Blue Ram). 



THE BLUE RAM 

Includes owner’s manual and utility and diagnostic program tape 

(If there’s enough demand there will be a 4K version for under $200.00 



$249.95 

32-K $369.95 



THE BLUE RAM KIT ^qq qc 

Requires some electronic experience. Build your own Blue Ram S' ■ w w ■ w w 

When ordering specify whether you have 
g 300 baud Bally Basic or 2000 baud Astrovision Basic 

NGINEERING 

1004 PLEASANT AVE., BOYNE CITY, MICHIGAN 49712 

(616)582-9832 
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Ulium 8©m 

ACCESSORIES 



Complete hardware and software peripherals, ready to plug in 
to your Blue Ram's ZIF socket and use. 

A TRUE 8K EXTENDED BASIC! 

IN CARTRIDGE FORM 

Blue Ram Super Extended BASIC was written by Jay 
Fenton and John Perkins to take advantage of the Blue 
Ram’s exclusive input output ports, hardware and 
software switching mechanisms, and the Bally- 
Astrovision Arcade’s outstanding game and graphics 
design capabilities. Gives up to 15,500 bytes of pro- 
gramming space (31,884 with 32K Blue Ram) with 
special POINT, CIRCLE and SNAP commands, 4 colors, built-in math 
routines, keyboard and printer driving 
logic, 300 baud or 2000 baud data output and much more! 

Will not operate without a Blue Ram or other extended memory. 




$ 49.95 



THE BLUE RAM 
KEYBOARD! 

A 62 key typewriter style assembly mounted on 
wooden end blocks and fitted with a 3 foot cable 
to plug into the Blue Ram ZIF socket. Bally’s 
command words are added to the keys. 

Wired and tested $89.95 

(Also available in kit form) 




THE BLUE RAM 
PRINTER INTERFACE 

Prints letters, mailing lists and labels, recipes, 
budgets, and programs in either machine code or 
BASIC. Works with any model BLUE RAM and 
BLUE RAM EXTENDED BASIC to drive most any 
parallel printer. Intelligent printers may be format- 
ted by your software. 

Printer interface only $49.95 




j§) ERKINS 

NGINEERING 



MODEM/PRINTER INTERFACE 

Similar to the Printer Interface but also connects the 
BLUE RAM to a STAR MODEM (not included). Now your 
computer can “talk” to other computers or explore the 
world of The Source and other computer network ser- 
vices. 

Watch for price announcement about January 1. 

BSR CONTROLLER 

The BSR Controller is a system that communicates with the BRS X-10 ULTRASONIC 
Remote Control System. At $19.95, this controller comes ready to plug into the Blue 
Ram and be aimed at the BSR control console. The included taped program allows 
you to program up to 16 lights or appliances for up to 24 hours, in 10 minute inter- 
vals. This is a form of break-in protection when you 

areaway from home. $19 95 



When ordering specify whether you have 
300 baud Bally BASIC or 2000 baud Astrovision BASIC 



1004 PLEASANT AVE., BOYNE CITY, MICHIGAN 49712 

(616) 582-9832 



P a rvo 
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R & L ENTERPRISES 
PRESENTS 

THE 64K RAM BOARD 
FOR THE ASTROCADE 



FEATURING: 

ROM, RAM, EPROM, or EEPROM in any combination 
Full board documentation including schematics 
Gold plated 50-pin Expand connector 

With this board it is possible to bypass and substitute for the Cassette socket, on-board 
ROM and/or screen RAM as well as add memory anywhere the Z-80 can address. 

There is no wire-wrapping involved in the use or expansion of this board. All the 
necessary TTL logic is provided on-board. Almost any 2Kx8 memory device can be used in 
any socket at any time. 

Now the bad news: this board isn’t free. In fact, it will cost $219.95, but order now and get 
FREE our introductory package of 2 2Kx8 Static RAMs (4096 bytes). Additional RAMs 
may be ordered from us ($15 ea. /8 for $100) or from anywhere else. A complete list of 
acceptable chips is provided with the manual. 

A 5- volt power supply (1 A or better) is needed to operate this board. A schematic is 
supplied for this, along with instructions for using the battery back-up input. 

To order send Check or Money Order to 

R & L Enterprises 
2901 Willens Dr. Suite 6 
Northlake, II. 60164 

(Illinois residents please add sales tax) 

Dealer inquiries invited / Group purchase rates available. 

We recommend Blue Ram BASIC 1.1 for the easiest use of this board. Simple access 
routines are provided for use with BB/AB. 
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AVAILABLE NOW FROM SPECTRE SYSTEMS! 
USED BY PROFESSIONAL CAME DESIGNERS! 

BALLY / ASTROCADE 
GRAPHICS DESIGN PADS 

Specially designed pads for: 

• Machine Language 

inducing nex screen addresses ana aosolute n 
language coordinate system. 

• BASIC 

witn basic coordinate system and nignngnteo central axes 

• Pattern Development 

Great for use witn potn basic and macnlne language pads 



machine 



— when you need to develop small game patterns 



All pads have areas for notes, color 
selections, port setting and other 
game related Information) 



. PADS OF 50 SHEETS 

;$C00 kst. 

^ PAID 

SPECIFY TYPt DESIRED 



. send Check or M.O. to 

Spectre Systems - 

P.O. BOX 1741 
Dearborn Ml 08121 — 



SPiCTKI SYSTEMS 1982 

CCl8» ■«» 
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BOX 702 

PLAINFIELD, NJ 0706 1 — 0702 



Quality Games For The Astrocade™ 

All program sets — $12.00 
Including postage 

'your pleasure is our business' 



DEALER INQUIRIES INVITED 



Tape 1 



Tape 2 



Tape 3 



Tape 4 



Starship Astro/Super Slot - In Starship Astro, you are the 
commanding pilot of the most powerful Starship in the 
galaxy. Your mission is to destroy every threat to the 
security of your home planet. Super Slot is a four 
player slot machine. See how long you can keep your money. 

Football/Super Craps - Play the famous hand-help version of 
football on your Astrocade computer. Guide your receiver 
into the end zpne and score a touchdown. Up to four 
people can play Super Craps. Bet on the outcome of the 
graphic dice. See who can win the most money. 

Tlc-Tac-Pough/Maze-A-Matic - Now you can play the famous 
game show at home. Pick from nine squares to uncover 
either money, bonus words, or the dragon. Maze-A-Matic 
creates a constantly changing maze which you must get 
through. If you get stuck, you can always ’Hyperspace 1 . 

Astro Slot/Dog Racing - Astro Slot draws a real slot machine 
in two colors on your screen. Pull the trigger to set the 
reels in motion. Payoffs are according to the outcome. 

Bog Racing lets up to four people bet on the resluts of 
a dog race featuring five graphic dogs. Watch as the 
dogs fight to cross the finish line. Great fun! 
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SUPER SOFTWARE 
PRESENTS: 

Tape 13 

& 

■Sc 

S^/P£R SM&Cf<— Uf=> 

By Robert Rosenhouse 

You have been hired to paint the 
I living quarters of a dangerous 
Gyrate. You try desperately to 
paint at least 75% of its lair, but 
its rapidly changing movements 
hinder your actions greatly. Can 
you accomplish this impossible task? 
If so, you will be rewarded with 
great wealth and bonus points. 

In Super Smack-Up, you attempt to 
collect all of the gold pieces lying 
on a mine floor before an enraged 
prospector gets a hold of you. 

Supplies: $12.00 

**t********************************* 
tt Available only in t* 

tt Astro BASIC tt 



SUPER SOFTWARE 
PRESENTS* 

Tape 15 

P47RCE £ Z £i-T? 



By Robert Rosenhouse 

Tired of staring aimlessly into 
your computer screen, always longing 
for a quick snack to keep you going? 
Well, we've got the answer! 
Delicious, mouth-watering, lithe, 
just— 1 i ke— mom— used— to— make chocol ate 
chip cookies! Too bad they're being 
guarded by multitudes of malicious, 
malevolent munchies (OH NO!!). Your 
only protection is a meager force 
field. Break out the milk! 



Only *12.00. 



Chip in! 



Features machine language graphics 

tt Available only in ** 

tt Astro BASIC ** 



SUPER SOFTWARE 
PRESENTS: 

Tape 14 

% » 

2T &££>£ £ 

By Robert Rosenhouse 

You won't be able to resist 
the tempesting challenge: advancing 

alien Stompers appear on the horizon 
to (appropri ately enough) stomp you 
out of existence. Travelling down 
distinct pathways, these Stompers 
will eventually come within stomping 
distance of you. They become more 
difficult to zap at this level, for 
they are able to transport 
themselves unpredictably. 

This program features superior 
sound effects and three-dimensional 
graphics, a first in Astro BASIC. 

Help stomp out Stompers: *12.00 

tt tttttttttttttttttttttttttttttttttt 
tt Available only in tt 

** Astro BASIC ** 



All game cassettes described within 
these pages require the Astrocade . 
BASIC cartridge and a tape recorder. 

Game cassteets are all $12.00 (U.S. 
Funds) f and all orders are shipped 
out on the day they are recieved. 

At Super Software . ’Your Pleasure is 
Our Business*. 
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Supet Software 
Box 702 

Plainfield, NJ 07061-0702 



Tape 16 



Tape 17 



Tape 18 



Tape 19 



Presents 

The latest games from Surer Software 

Super Missile Attack/Pick- Six Keno - Super Missile Attack 
appoints you as the defender of six cities.- You must 
destroy the dozens of computer controlled missiles that 
are destined to hit the cities. Pick-Six Keno is a 
lottery simulation. Pick six numbers and see how many 
you can match. 

Run around /Astro Slot - Runaround features the *Vid-Grid* 
from the famous 'Mr, & Mrs. Pac-Man Pinball* game. You 
must guide yourself around the maze while being chased by 
*Runaround Sue*. Astro Slot is a slot machine for up to 
four players. 

Knockout /React or - Knockout is a d elight ful test of a 
player* s reflexes. Your score is based upon the speed 
and perfection of your reactions to twenty-five stimuli. 
Get bonus scores for reacting perfectly. This game is 
a good way to beat other video games, by decreasing your 
reaction time. Reactor is a take-off on * Whack- A-Mole, 
a game featured at many fairs and carnivals. The object 
is to be able to hit the moles as soon as they peek out 
of their holes. Well, we took that idea and expanded on 
it. Two players participate at the same time . 

Star Cruiser/Robothon - You are beamed up on the Star 
Cruiser. Your mission is to break through the enemy 
force field and destroy the source of this power. While 
you attempt to break away the force field, you will be 
fired upon by the enemy. Hit his laser catanons for bonus 
points. Each successful attempt will bring a tougher 
and more violent force field within range. Robothon is a 
battle against multitudes of robots. They can only be 
stopped by the contact of your evil diamonds. How long 
can you survive? 



These tapes are the latest offerings from Super Software. To order, 
send a check for $12.00 for each tape to Super Software. All tapes 
are in Astro BASIC only. Thank you for your interest in our products. 

Tape 20 Cro ssf Ire/Snake - Crossfire challenges you to gather all 

of the energy units that are being guarded by the malicious 
laser beams. The player must beware of the deady cross- 
firing beams. Snake challenges you to eat all of the 
apples in a room without tying yourself into a knot. Eat 
all of the apples and then progress into a more dangerous 
room. 
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Box 1043 Cuyahoga Falls, Ohio 44323 | 

All tapes in new (Astro) E ASIC only*. = 



SMC! GAUNTLET 



JP.: < 

i ♦ x 
• i* * 

Ll :* -r -J 



OUAOftON 




STACK GAUNTLET 

You're it th# controls of an Interstellar cruiser patrol - 
line a reaot* ssetor of the galaxy when you encounter the 
local Inhabitants .These denizens of deep space don't "cotton* 
to strangers and they arrange theaselves into two colunns. 
firing Missiles and daring you to survive their deadly gaunt- 
let. the longer you survive, the closer the two coluuns of 
alien naatlsa approaches* lng it aor* difficult to avoid 
their Missiles. )Excitlng graphlce and excellent play value. 
One player, 

QUA MON 

lit the 2k dlaenelonal world of Quedron.yoo are the pro- 
tector of the Qusdroae-s four walled energy fortress houa- 
lng the power capeulca that Maintain Quadron's exlatence. 
Tour extrs-diaenilonal aonaters are intent on eating through 
the fortreee and destroying It. By eating the power capsules, 
you have the ability to chase and vanquish the Monsters. 

How long can you defend Quadron as the Monsters relentlessly 
■eve in?* fun gan* of action and free fora atrateey for one 
player. 



OMEGA VAUEY 

Ootfa Valley was an instant hit when it whs released. This union* 
and colorful pro^n* aiaulatea n "aultl-playf ield" gane that he# 
you defending the three inhabited valleys of O.aeca Ilyin 9 *# 
eighteen lnvadero froi beyond attsapt to land. You fire the laeer 
cannone at the descending creature* fro* your Arcade keypad. 

•bile your fending tliva off In one v*l ley * they* re continuing to 
descend unae-n In ths other t»o vrI 1 eye. You * H havs to conatantly 
switch view* anong the three to keep the invading forces fro* 
landing. Ons player. 

ASTRO TERROR 

The uercileae Vultor warrior race have attacked on the 
outer reaches of the solar systea at your lonely aster- 
oid outpost. They hurl deadly dcstnicton boaba and their 
terrifying robot coaaand etation at you. You Must frant- 
ically punch in target co-ordinates and fire your deflector 
beau to stave off the attack. You' 11 have shields to pro- 
tect you, but once their depleted your alalns will have to 
be f lawless. Tea turea Intense nAn-atop actlon-not for the 
easily distracted. 



OMEGA VALLEY 



ASTRO TERROR 




$ 4.95 



vtriiiAN 



atUNCHH 



VIM1MM 




$ 4.95 



;o th. ooMon of »tpvr.,rrnn .hteh th.r.'o "o 

m )»« for .urvtv.1 t. to ovoid tho dotdly hit. ox th. ; 

. r . . . . . .k. Ynu niit '■Uhir* an — 



J# loose :a 

Your aola hops ... .... 

king- vi par tnat allthsrtt about the gsrdsn.You gain stature an 
a *v Ipertan* by outwitting * out**n*uvsnn§ ths polso*r»* ^nefc# 
and by sating ths fmlt bits in ths garden pat. n. Special high 
energy fruit k s uagle fruit enable you to stay ahead of th* 
vi per. Ma as -«u no h action for on*, flayer. 



CRUNCHER 

The action's Ilk* \n vld-tlae *ovlw iertvl.A stssl-uplked 
**11 (the cruncher) elides in fro* th* left .threat *ntng to 
crush th# Ilf# out of you. You Must break off piecna of tho 
right-hand wall in * desperate at leapt to stay ahead of the 
cruncher. features eight level* of play with wild «iwle and 
sound effects. One Tla/er. 



Please add 50(2 shipping x handling for each tape ordered 
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= Box 



Cuyahoga Falls, Ohio 

All tapes in new (Astro) BASIC only.' 




$ 4.95 m 



VMOKAIOR 



On -4 aowitlng aleelon JO light-year* fro* your hi>M plana t of 
Zelnar.you receive \ >mrii lletreee eell.Z«*lner he* been 9**rnm 
by a natorioua galactic aenece-Alluri Mchaooll robot#, fou la- 
aert lately tarn your *p*c* fighter back toward boa* la a daring 
niaaioa to *tn back Z*ln*r , You* 11 hove to outdraw the laaar 
•quipped robot* and dodge their h«Ht-eeelung alee; lac. Diaplaye 
high ecora * renaming ahl pa ayvbolc.One player. 



'rwfwtMxs 

Tbie la a Tiny BASIC veralon of a 4th of July aerial firework* 
display, complete with atnr anally, flash report* end e mind- 
blowing final* fuol lade. 

AST SHOW 



Sli dlatlnet ,*y* pleueing graphics prograas turn your T.V. 

Into a geoaetrio art gallary. they can be displayed Individually 
or In * repetitive sequence for a continuaua “show". 




$ 4.95 m 



GAMMA WAB3 is « unlqua vidsogaming ex- 
perience. tfha draaatto apacsscap* A 3-D 
visual* craata an othar -worldly ataoa- 
phare. Action features include an orbit- 
al radar scan* machine graphic sat tal- 
lies henbs. Astro BASJ<? only. 



Please add 500 shipping & handling for each tape ordered 

111 
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All tapes in Astrocade BASIC only. (Built-in ,iaoV & L.E.D.) 




The follo»ving program 
"Art Show 1 ' programs on 




Bax 1043 

Cuyahoga Falls, Ohio 
44333 



s from the 
Tape ? 1 0'3: 

" b”=x (multiply ) 

2 .COMPUTER CROCHET 

3 . by tom McConnell 
10 CLEAR 

20 K-RND C4)b2 

22 FC-RND C255);BC-RND (32)b8+4+FC 
30 C-3 

40 Q-RND (7); IF Q<3C-Q 
50 S-RND (6)b2+2 
55 IF (K-S)+(K>S)IF C<3 GOTO 50 
50 FOR R-0TO RND ( 15 )b2+10STEP S 
55 FOR 2— RTO RSTEP S 
70 BOX Z, R, K, K, C 
80 BOX R.Z.K.K.C 
90 BOX -R,Z,K,K,C 
100 BOX -Z,-R,K,K,C 
110 NEXT Z 
120 NEXT, R 

125 FOR T-1T0 399; NEXT T 
130 GOTO 20 
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THE PROGRAMS THAT TAKE YOU TO ANOTHER WORLD... 



Gibeleous (jib-ell-eeus) Series programs take place on the 
planet Gibeleous, a lovely but war-torn world divided into three 
kingdoms. 

The kingdom of Beekum: An orderly society made up of 
pepple who are direct descendants of the ancient greeks. 

The kingdom of Scrom: A brutal land of monsters. 

The. kingdom of Machor: A warring land *of ores. 



You become a brave warrior of Beekum, fighting the evils 
of Scrom and Machor. You enter dungeons, fight battles, 
and make decisions that determine your fate and Beekum’s. 
Programs now available: 

Rescue of Catherine- Save the princess from the Scromites. 
Tower of Machor- Find the ore’s leader in an 8 story tower. 
Escape from Rantanam IV- Fight your way out of an alien space- 



ship^ 

All three on one tape for only 10.00$ 

Send check or M.O. to: 

TODD JOHNSON W< 

E 12804 23rd 
Spokane, WA 99216 



residents add 
tax 



Astrobasic only! 
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ALL TAPES $ 15 . 95.0 
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I Slwwtio- 
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Maze Race Ob 



Obstacle Course Space Chase Slot Machine Perversion 

’*****00*. 0 ******************************************* **************************** Q **************************** 




* 3 ORB *UOt“ j HI 
} 4 opb nwit.i ’ >>' J; 
; ntuHousEr: , 

;au STRRicwr - r' ’ HI 



■ mOTEE... 




PEEKING 12 

* a ** a. 

* M. * 







Music Composer Yahtzee 

**************************** 5 ***************************** 



J] g'SJgi S i GHIlJ 9 Mouse in the Hat Speed Math 




Tuning 



Quitar Course 



Backgammon Obstacle Course Tournament Pack-Rat 



**************************** 4 *************************** **************************** 0 ***************************** ************, 0 V. 




Lookout for the Bull 

************ 10 ************ 



Whiz Quiz 

********** j 0***********. 



Castle of Horror Monkey Jump Collision Course 

************** n ************ ************ A 0 ************* m ************\ 4 ************ 








I neia-: fas- r ©a?- - ■•-u- I 



Character Analysis Dungeons of Dracuia 



L.T. (Little Terrestrial) 

**************************** 17 *************************** 



The Gate Escape 

************ 1 8 ************ 
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WflVE/^sflKERS INC. 




. Box 94801 
Schaumburg, IL 60193 



You must have a Basie Cartridge and a Cassette Recorder to 
use these tapes, 
tut— 1 

MAX ROBOT PROM SPACE - Your nksston: To dextroy Max. mraa system. mu* b* tor- 
iwialotf . you can use me high pew* blast* wdh 10 shot*. bis mediuffl ha$ 20 shots a nd Pit low 
naa 30 shot*. it you M. Mai win want up and twmkiatt you!! H you can doatray him btlan you 
nm out a« snots. Mat gooa out in Itaahta. electronic and mteftanieal noiat. Good Luckl!! (Uaaa 
keypad and joystick) 

HO»se Mce-a horaaa run S ia»a. 1 to a piaywa on b« on (hd horata lor all lacatThd 
wkmmgnr tosing status* each* the players is shown aft* each race. Get rich dtkek* hue d 

*M You rarer know untd W* finiin lira MEAT FUN FOR PARTIES. (Uaaa keypad) 

TAPE-2 

•COMPUTER CLUE— Characttra baaed on nin Mihon Bradty game, you mu* uaa deWiaire 
reasoning to coma up wdh the right combination and aoht* the crime. Thera art no gracknca. but 
Oka adda up to Usury o( lun. Can be played by any oundiar ot playara. (Uaaa keypad) 
FLYINO ACE-O) |« (C) piayara. newly enorovod with exceilwit machina graprUca Thia game 
puta you in die cockpd ol a tighter plana encamp and shooting at the enemy bi-flUne. You must 
shew the enemy Quickly to gat the lugneat score and recaire extra play bonua. (Usaa individual 
joyabckk)* 

TUt—S 

MAZE RACE t OBSTACLE COURSE— Two gamea in one. Race tmough a mate without 
Mucnmgawad. It you much a wall you tone Damn pita blow a hole in it which your opsoner* can 
uaa lo lea advMOge. OBSTACLE COURSE-redUhus a gnat deal ol praebca to maater. You 
guide a forward moving eftam through a mate with only up and down contnk. Seven levels ol ptay 
par game. (Uaaa joysticks) 

SPACE CHASE— Uses lew giapltica bid good sound efleca as ymi guide your shi p throu gh 
2S0 light yews to your desbnaaon. Continuous status cheek given by your on-board computer 
deierminas your course ol action. Avoid meteors and enemy space cnlt. Using We Keypad lor 
your tamos. 

TAPE — I 

•SLOT MACNINE-ttmt are a lot ol sw machine games available on ape. this one is said lo 
have some ol the best graphics and realistic odds. The higtiesi lackpot is S777.Q0 tat it is rarely 
nil. You c» play 120.00 betting tram J1.00 to SS.00 per play. Like in Vegas it pays just though 
to keep you interested. You might get lucky, give it a try. (Uses loystick)* 

PERVERSION— Re game which has driven Sammy Sweetcake mad. You must discover who 
did *? Wim what? And wnere? The possibilities are endless and the answers are a rka. Just lor 
run. (Uses loystick) 

TAPE — S 

MUSIC COMPOSER — Awaken we musician in you. You graphically place nmea on a music 
stall and onto you have hnisned your mamarprege. you can play it back in all it's glory wen each 
now printing on die stall as d pays. You can also save each composition on ape H be played 
back later vnth just a Kick ol the handle and a pud ol the (rigger. (Uses (oysheks) 
TAHTZEE— Based on the Milton tradly game. Five graphic dfce lor each they and two playing 
lialde. Toe try to gel the lugheat score damrmmed by v*t«B eommnenons ol the din. One to heir 
players, use saparwe hand comets. (Usee joyadcksl 




MOUSE IN THE HAT— C o rnO nli en ol memory and strategy and with a Wde kr ek. you ky Is 
Won three mice hidden behind eleven tod haw. Cule graphna aimed a pleasing r young crowd 
bus d’s a tough challenge tor even the bid* torn*. One player only. (Uaaa loyeoek) 

SPEED MATH /NOTE WATCH -Fast Winking is rebuked to Doit anow onentmiy am- 
puma amor. The timer can be s* la* or slow depending on your skid. NOTE match -also 
in nua pregmn: Test your music* a* oy Dying 10 march your note again* the Computers. (Uses 
joysticks) 

TAPE— 7 

GUITAR COURSE— Why spend I1S.OO or more per week on gud* lessons? Now wdh the 

ham olyow comaker and T.V. we a teach you ad the maw chords, mmors and tumng^we even 

play a lew chore progressions to play along wmi. Ad at your own pace m your own home. YouH 

see where lo place your lingers (or any chord roe select, tde'd 

smngs even wbrate) Also mouded is NOTE MATCH and CHORD PROGRESSIONS. 

TUt-t 

BACKGAMMON- it is amatmg mawithtne smad amount ot memory tn* is avaHahto. Ih* 
das program even amts. Sul alter much time and demand Wavsmakara is proud Id bri ng you 
BACKGAMMON played agent the compel*. Mdcii skid and kick as you move your pmcas 
round the board. Watch as you get clobbered by the computer and sorb backtoitan over. Man- 
dab rules * backgammon, random starting. sxcsMut graptucs. sounds ad moves, penahaes 4- 
leg* moves attempts. Wtews dice * We end el each turn and more . - . (Uses joystick) 
TOURNAMENT OBSTACLE COURSE-This popular game is improved to tournament 
guakly. now n nas higher scoring capabitily. It gives higher scores lor more flilttcuh manaevms. 

h sod plays the same u TAPE 3. but now you wid be awe » enter your name (up to ski letters) II 

your score a one ol We top sis scores. (Uses joystick) 

ALL TAPES $15.95 *a. 



PACK-RAT— inspired by the exciting Midway Arcade Game Pac-Man. Mike Peace hea created 
bus version w the home computer. You must a* ad We dote mm a* at « mt»t 

pursue. From time to time a bonus appears lor «tri points. Also mduOed RACK-RAT R— the 
most aggressive version to date. (Uses joystick) 

TAPE— II 

LCOK 0SJ7 FOR THE BULL / * H-Tha challenge nev* tods, because me level ot play IS 

baatfl <m your score. The better you get the tougher d gets. Staying alive is me name o( the game. 

Y 01 J mus! pick ‘hovers from the bulls held while dodging We bud. Each clover increases your 
score and Wo bulls speed. SIDE TWO— is last* but nas less graphics. (1 to 4 players m- 
dntdu* joysticks) 

TAPE-11 

WHIZ QUIZ— This tape it not limited by the amount of memory in Wo bally, bsaus b ad gut s- 
dona are lad bars the tape to We computer. Over 2S0 tot* Questions ranging Iran astrology to 
T V, trivia. Answwa are aelectaO by using the joystick. Side one reeoraed in bally Basic, side two 
recorded In Astro Basic. 

TAPE- It 

CASTLE or HORROR- The ultimate advereure game m* pits you again* t h“* 
lying mongers wdh only your wds and skid to deto* Worn. FO UR FAMOUS 
FREEESBS-A mca menu driven selection ol Wevemakws mo* pop** keodoet. (Uses 
joystick) 

TAPE— 13 

• MONKEY JUMP— The numb* 1 coin-op game Oenkey Kong is simulated in Astro Basic with 
a tow extras. Rebukes jumputg ovw hotel and moving obstacles as you eiknh ladders and pick up 
monkey UK. t lo « players (Side one uses ktowdu* joysticks. Side iwo ad players use loystiek 
ens.)* 

TAPE— 14 

• COLLISION COURSE— Escidng game * stud and strategy. You control me cv. you mi* 
evbid We comout* c*. bitthtg weds, running out ol gas and moving road blocks. Increasing skid 
lev*. For 1 to 4 players (Side one uses mdfYiduji joysticks. Side two ad players use loystick 

ora.)* 

TAPE— IS 

cha RACTER ANALYSIS^ toad Of) your w tiChpn ol 4 ddfwwt sftio**. wo can got a sur* 
S^S^^riwhat you areready like. AH* satocnon. sn*ys« is fad (rent tape. 
Analyze your Mends and lankly. (Uses keypad) 

•DUNGEONS OR 0RACULA-A re* adventure 

dkterent moraters. Can you got ad We weyl o we top re am (UrelJO) m mra? VHlyra Wptra 

SMa twe *1 ptoyure uaa joyidca ora.)* 

TAPE IT 

l-T./LIHIWTbveeMHkR— He ju«w*ei to gp heme Wb there a re many o bstacles m ms way 

The stops. We pirn, the zappkig gaps, and steopmg Hera t. Mak e d Wreogn * el Warn and LT. 
gars sent Pack to try again but each time « becomei more esmeuu. For 1 to 4 players. Side t uses 
Mhridu* joysticks, side 2 ad players use joystick ora. 

TAPE IS 

THE GATE ESCAPE— Use yeur skid to turn the tastes on the bad guys, grah wh* you can 
KO run Oik vikiwti are very dev* and have very little trial** maneuvering mrougnmomaae. 
You can pul We adds in yuer lav* Oy closing the gates Oenmp you to Otoek oil enure sechora and 
keaeeN We vilkaits 0 *. wltke you make ett wdh the to*. 8* beware* These guys have a Inch * 
ivvauawak sleeves. They are carrying a lime acbvatad hyperspaca transport* and once d s sel 
(Wklbegm to ireek your moves and then transport «*tov-d Gaph*. Obscene J«t*. fluek* Otis, 
or Mertv Te* eiwliei to your location. Th* Is. unless you are clewr ana quick anougn to steal n 
away hum him Mtore he can get your cooromates and make me pimp to bypersoaee and YOU . 
MUMSoeuyee make THE GATE ESCAPE. 1 lo 4 payers, good souno. increasing 
levels, and machine graphics. 

StS.H ASTRO BASIC 

*819.95 BUIE RAM 

Baliv Baste la the cartridge which rsqutree the separata Interlace to connect lo 
a ri f r- 4— it tub no extra connection* on tho cartridge itself. 

Aetracada (ASTRO) Basic may be Ixbted Belly Badte. b ut » 
and earphone jack In lha eartridgo end require* only a tingle connecting came 
to c o nnect It to t 



•Also availablo ter Blue Ram 



BLUE RAM $19.95 ea. 



Sr* crack » money ora* » WAVEMAKERS. INC. Boa 04801. SchaumOura. IL B0103. Incluoe Me Roarana /or each lane wears*. 
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l.T. 



Poor Little Terrestrial 
he Just wants to go home 
but there are so many ob- 
stacles In his way. Can 
vou help get him up the 
-STEPS*, through the -PITS" 
the -ZAPPING GAPS' and 
the "STEPPING STONES"? 
Before the time runs out? 
Play L.T. and 'help Mm 
get home. 

FOUR PLAY HELDS. ONE TO 
FOUR PLAYERS. MACHINE 
GRAPHICS. ASTRO-BASIC ONLY. 
SEND $11.45 TO: 

WAVEMAKERS, BOX 94801, 
SCHAUMBURG, IL. 60193 




BLUE RAM owners only We are now offering some of our most popular 

games to you and the EXTENDED BASIC 4K. These games now play much faster with more 
colors, more graphics, more levels of play, more screen area, more FUN. 

At this time these games are: FLYING ACE , MONKEY JUMP , COLLISION COURSE , and 
DUNGEONS OF DRACULA. Each tape will be $19.95. You must have a BLUE RAM and EXTENDED 
BASIC CARTRIDGE TO USE THEM. 




Flying Ace 





* MONKEY JUMP % 
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'"HOME VIDEO GAME BURN-IN TESTER 

The BALLYCHECK Bum- In Tester performs functional as well as static test on 
the operation of the (BALLY )-ASTROCADE home video game. The functional test 
performed check for co rre ct operation of system ROM(read only memory), RAM 
(random access memory) and CUSTOM CHIP functions as data shift, flip- flop, 
expand, OR and XOR. Static tests performs exercise all the system I/O ports 
by reading and writing to them. Included in the tester are .8 routines to 
enable the user to generate constant CPU signals for checking data and cont- 
rol logic circuitry, monitor activity on system input ports, generate color 
display, and enter a program directly into system RAM for execution. While 
the Bum-in tester is in operation the LED display on the tester module will 
blink the following; NN-error code number, (possible error codes, key pad, 
screen interrupt , ROM checksum, RAM, shifter, rotator(not implemented ),flopper, 
or,xor,or intercept ,xor intercept , expander, trigger/ joystick&pot ERRORS. 
XX-Information Byte gives information to held isolate the error condition 
There is in the BA1CHECK manual the error codes description sheets for more 
detailed information. Also while the Bum- In tester is running the user can 
access the special routines by pressing one of 8 keys ,#I memory read routine 
#2 memory write, #3 input port read, #4 output port write, #5 memory read & 
write routines, #6 display all input devices to screen, #7 Rainbow- color 
display all possible colors » #8 enter machine code from key pad layout shown 
in picture above. The BALLYCHECK Manual has further discription sheete for 
details on individual routines. These .routines are so thorough for example 
The functional RAM test checks for bad bits in the RAM array, they use a 
pattern starting 1 with" I" and ending with"80H" is written into RAM (the com- 
plment is also written) and checked that the correct pattern was stored, and 
the information displayed on the LED'S and checked with the manual can tell 
you witch RAM chip is bad. On the other hand if the CPU's stack doesn't 
know where to go the system is locked up and the tester will read FF, so 
it won't always tell you what's wrong but 99$ of 'the time it's FANTASTIC*!.. 
I've sold over 200 BALLYCHECK Testers even NITRON, division of ASTROCADE. 

The cost of a BALLYCHECK TESTER, is $80.00 each & $5*50 for shipping and 
handling. THE BALLYCHECK MANUAL, is $7*00 each & $1.50 for S&H and both are ^ 
ready for immedaate delivery. Call or write for more details. 

RGB ELECTRONICS. Also avilable is the DAVE NUTTING / 

Righard G. Belton ENGINEERING MANUAL for the (Bally) ;? 

490 6 Willshire Ave. Astrocade.a 300 page manual of list- j 

Baltimore, MD. 21206 i of ROM, timing pulses, schematics f 

ph #(301)488-2806 ' Music gen. all phases of the Game. 

DAVE NUTTING MANUAL $30.00 & $2.50 | 

S&H. These manualls are also f 

available from Bob Fabris of the 
"ARCADIAN"- 
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AB-BB Di f f er ences 



The -following dissertation is presented courtesy o-f Bob Fabris publisher 
o-f the ARCADIAN Newsletter. (DIFFERENCES ARC 4-55) Some changes have been 
added by me. 



DIFFERENCES between the old and new Basic Uideocades: We are somewhat at 
a disadvantage by being outside the company because what we know o-f the 
Basic, beside that which is written in the small manuals, is primarily 
d i sc over ed ma terial. That is, no one tells us all abou t the secrets, or 
tricks, or capabilities, and one or another o-f us has to -find these out 
through research or luck. We were -fortunate in receiving an uno-f-fical set 
o-f brie-f notes that discusses these di -f -f erences , much as the Bally Basic 
Hacker's Guide. 



The old Basic has a % command which accesses the calculator routine 
resident in the on-board ROM. With this command, one could perform 
arithmetical calculations with 6 places either side of the decimal point. 
Not a very popular command, it was removed to make way for some of the 
useful features of the new system. Programs written using the command 
are not convertible for use with the new Basic. Unf or tunatel y , this 
leaves out a couple of clever programs. 



: RETURN will not be understood by the new system, but it can usually just 
be removed from a program. It's purpose was to close off the tape input 
port. 



S<( 16) through &i(23) commands controlled the variables of the noise system 
(music syn thesi zer) . These have been replaced as follows: 

&<( 16) MO ic< 17) TA k( 18) TB 

19) TC &(20> UC &(21) VR,VF 

4c(22) UA,L»B &(23) NM,NV 

If the old Basic program contains the &( ) notation, set the NT=-1 and 
the new Basic will desregar-d them. The music processor can be disabled 
by using the single character "down arrow" but only if the NT<8. 



SM series (scroll mode) are commands only in Astrocade Basic, having to 
do with where/how screen printing appears. The' old Basic has the 
equivalent of SM=8 . SM is used for effect, and its elimination would not 
ruin a program (usually). 



Machine code problems which is the case of FUDD (Program in the ARCADIAN 
Newsletter 4-51 using machine code.) Machine code is inserted into 
memory spaces (poke'd) using the VA ) command. The location of this 
memory space is the Line Input Buffer, which now occupies a different 
location in the memory map, from 20188-20233 in the old Basic, to 
28154-20257 in the new Basic. By changing the memory location these 
programs could be made to run. 

*< ) is a new string system that is only available in the Astrocade 
Basic. A program with both string systems is not easily convertible to 
Bal 1 y Basi c . 

If you know of any other differences that need to be discussed let me 
k n ow . 
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There's one sure way to keep up with the exciting world of 
ASTROCADE vid'eo games — read ABC Hobbycraft’ s ASTROCADE 
UNDERGROUND, the newsletter especially -for the ASTROCADE video 
game owner! Inside you'll find the very latest word on what's new 
and exciting for ASTROCADE — the most versatile home video 
game/computer system ever developed! Best of all, the 
newsletter's free! 

Why "underground 1 '? Joystik magazine recently coined the 
term "Astrocade underground 11 to describe the loyal legion of fans 
and users who know ASTROCADE is not just another video game! 
ASTROCADE users have banded together to spread the word about the 
features and expandability found only with the ASTROCADE system. 
ASTROCADE isn’t sold everywhere you look, like some systems, and 
a lot of people have perhaps not heard about it. But to those who 
own an ASTROCADE, nothing else quite measures up! Thus, ASTROCADE 
users are sort of an "underground movement" — smaller in 
numbers but active and interested in the latest word on what 
their system can do! 

Of course, ABC Hobbycraft has been with ASTROCADE’ s 
Underground from the start — back when it was marketed as the 
Bally ARCADE. We are the most experienced ASTROCADE dealers 
around, and our hundreds of customers nationwide know ABC is 
the Baily/ ASTROCADE headquarters ! Part of our personal 
service package is ABC Hobbycraft' s ASTROCADE UNDERGROUND 
newsletter. 

The newsletter goes free to al 1 current ASTROCADE customers 
of ABC Hobbycraft. (If you haven't ordered for awhile, send a 
self-addressed stamped envelope and we'll mail you the latest 
copy!) Only ABC Hobbycraft supports the ASTROCADE user with a 
free newsletter to keep YOU informed, AND a 24— hour order 

linS We're proud to be leaders in the ASTROCADE Underground ! Come 
join us! The movement is growing by the day! Send for your FREE 
newsletter and complete ASTROCADE price list today! 

ABC MOBBVGRSFT J s - | 

QStftOCOd€/ UNPEKg]ROUNP 

ngjjisletter — j 

Get the current issue FREE, plus recieve 
ABC Hobbycraft ' s complete price list of 
ASTROCADE hardware and software, including 
many of the independent producers in this 
sourcebook. We're your convenient, one-stop 
center for all your ASTROCADE needs! Send a 
self-addressed, stamped envelope to: 



Call 



our 24-hour 




a 



order line 




E . MORGAN AVENUE 
VANSVILLE, IN 47711 
— (312) 477— 9SS1 
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ASTROCADERS- -ARCADIANS- -ASTROBUGS- -COMPUTER BUFFS 



HOME ARCADE ELECTRONICS 
has MOVED 



We are now CPU ELECTRONICS 
2972 s. 6th St. Suite C 
Klamath Falls , OR. 97603 
503-884-3225 

We will continue to offer the friendly, reliable service than you got from 
HOME ARCADE but now we are able to offer you an expanded computer 
line including ZGRASS, NEC, Commodore, ColecoVision, SpectraVideo . 

We do not charge for shipping. 

We gladly accept Master Card and Visa orders. 



We carry all the latest releases for Astrocade including: 



Sneaky Snake by New Image $30. 00 

Ms. Candyman by L&M Software $30. 00 

Blast Droids by Spectrecade $30. 00 

Treasure Cove by Spectrecade $30.00 



COMPARE Our Prices 



#6004 - Astrocade Basic (2000 Baud) 

#BP1 500 - Astrocade Unit w/basic + 3 Game Carts, 

#201 1 - Galactic Invasion. , . t , 

#2005 - Star Battle 

#2012 - Space Fortress 

#2015 - Pirates Chase 

#2017 - The Incredible Wizard 

#3002 - F ootball 

#3005 - Pinball. 

#4001 - Bingo Math/Speed Math 

#4002 - Letter Match/Spell N Score 

#4004 - Biorhythm 

#5001 - Amazing Maze/Tic-Tac-Toe 

#5002 - Black Jack/Poker/Acey Deucey. .......... 

#6002 - Bally Basic (300 baud version)., 

#ACI-0100 - Audio Cassette Interface (300 baud)... 
#HEI-1005 - 12 ft. Ext for Hand Control (by Wico). , 
#HEI-1008 - Sanyo Slim Model 5 Cassette Recorder 
#HEI-1009 - Data Tapes w/Hard Styrene Cases. . . . 



....$19.95 
. . . .$149. 95 

$15. 50 

$15. 50 

$15. 50 

$20. 50 

$27. 95 

. . . . $15. 50 
, . . . . $19. 50 
. . . . $ 6. 50 

$12. 50 

....$15.50 

$12. 50 

.... $ 1 2. 50 
....$12.50 
.... $39.95 

$ 9.95 

$39.95 

10 for 9.95 



owners we now offer a 24 hour on line computer for your enjoyment 
if you have a modem try dialing it up. 3C0/1200 baud, 8-bit word, 1 stop bit, parity 
disabled. (503)883-3735** 
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Bob's Electronics 
340 E. 4th Ave. 

Stanley, WI 54763 
<715) 644-2557 

Bob's Electronics has Astrocade Units and Videocades at reduced prices. 

Call or send SASE tor details. 

SS************************************************************************** 

New Image 

59420 Nine Mile Road 
South Lyon, MI 43178 
<313) 437-3984 or 437-2459 

New Image has Astrocade Units, Videocades, Accessories and most Third Party 
Software. Call or send SASE for details. 

***S*;Tf * XX5<KM5<3<S5<3< SSXSXXXX **£ £ *X£S*XXX*** 

DISCOUNT PRICES on VIDEO GAME / COMPUTER SYSTEMS by l 
ASTROCADE - ATARI - COLECOVISION - COMMODORE - INTELLIVISION - ODESSY 2 
and DISCOUNT PRICES on VIDEO GAME CARTRIDGES for all the above PLUS GAMES by J 
APOLLO - ACTIVISION - DATA AGE - IHAGIC - PARKER BROTHERS - SPECTRAVISIQN 
TIGERVISIQN - U.S. GAMES - 20lh CENTURY FOX - also WICO Coiseand Controls. 

CHECK ey PRICES Send for FREE Price List T.V. ARCADE SALES 

before you bus. Specify UNIT Brand Naise. 1555 Venus Street 

Special GROUP Discounts. Merritt Is. FL 32952 
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ASTRQCADE RETURN AUTHORIZATION POLICY 



WARRANTY RETURN 

All warranty returns will be repaired, tested and returned to 
sender. Items will be repaired and/or replaced at ASTROCADE 
option. Customer in-flic ted damage or wear may not necessarily 



be corrected unless requested. 

Payments must accompany the ret 
o-f Purchase. (Payments are 
ASTROCADE Inc.). 

ARCADE 

0-99 Days 
91 - 365 Days 
Over 1 Year 
No Proo-f o-f Purchase 

HAND CONTROLS or CARTRIDGES 

9 - 99 Days 
Over 99 Days 



urned product along with Proof 
o be made in the name of 



No Charge 
$29 . 95 
$59.95 
$59.95 



No Charge 

$12.95 per Cartridge or per 
set of Hand Controls 



ALL RETURNS ARE TO BE SENT TO; 



E. F. JOHNSON COMPANY 
325 NORTH STATE STREET 
GARNER, I A 50438 






Bob's Electronics <1-2 weeks) 

Bob's Electronics will repair your ASTROCADE unit by mail for 
$24.95 plus parts and $2.50 shipping. 

Hand controls are $4.95 plus parts and $2.50 for shipping. 
Change of TV/Game Switch to Coaxial Cable is $2.95. 

A 99 day warranty is included on all work done. 

Instructions for mailing your Astrocade: 

1) Include complete name, address, phone number. 

2) Please DO NOT ship smoke-colored dust cover with unit. 

3 > DO NOT ship hand controls unless you want them repaired. 

4) Include a Check or Money Order for Total Amount Above. 

You will be billed for parts. 

5) You may ship either UPS or US Postal Service. 



Send to: 



Bob's Electronics 
340 E. 4th Ave. 
Stanley, WI 54763 
<715) 644-2557 
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CPU Electronics <1-2 weeks) 

CPU Electronics will repair your ASTROCADE unit by mail for 
$29.95 plus parts and $5.98 shipping. Hand controls are $4.58 plus 
parts and $2.25 for one or $2.75 for two shipping. If you send the 
hand controls for repair with your ARCADE unit, we pay the 
shipping for the controls. 

A 90 day warranty is included on all work done. 

A Extended Service Contract is Available. 

Instructions for mailing your Astrocade: 

1) Include complete name, address, phone number. 

2) Please DO NOT ship smoke-col ored dust cover with unit. 

3) DO NOT ship hand controls unless you want them repaired. 

4) Include a Check or Money Order for $ 34.95. 

You will be billed for parts. 

5) You may ship either UPS or US Postal Service. 

Send to; 



CPU Electronics 
2972 S. 6th St. Suite C 
Klamath Falls, OR 97693 
< 503) 884-3225 



xxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxx 



ROB Electronics (1-2 weeks) 

RGB Electronics will repair your ASTROCADE unit by mail for $30.00 
plus parts and $5.00 shipping. 

A 98 day warranty is included on all work done. 

Instructions for mailing your Astrocade; 

1) Include complete name, address, phone nymber. 

2> Please DO NOT snip smoke-col ored dust cover with unit. 

3) DO NOT ship hand controls. 

4> Include a Check or Money Order for $ 35.00 
You will be billed -for parts. 

5) You may ship either UPS or US Postal Service. 

Send to; 



RGB Electronics 
4906 Will shire Ave. 
Baltimore, MD 21296 
<30 1) 488-2806 
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User Gr ou p Inf orma t i on 
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★ PROGRAMMING TECHNIQUES 

. . . PlMD^t^ALlY ★ NEW SOFTWARE AND HARDWARE 

Computer Fl //// ★ the guys behind the programs 

* BIG GAME TOURNAMENT 

tit ARE f\ A) ORGAMZGP Gko Of of PeoPL € WHO LOUS’ To ivfeRfa OTHERS 
O f NFW TFCWAJlQUF'S IV PReGRAwMiVG UJiTH ASTRpCADFS * NfuJ &ASiC 
RlPCE THAT CatR&S kJtTtj Voufi. f\£CAPf. U€ HflVt St* M&eTli06S 
A YCAft.. (call Pf£Ci OK.Votf GLADD&V (3 iiy ^37-39S*f FeR PATTSyTiAe^ 
Avc> Places. As A M6im ge* Yol> cser 

1- p^evi ewfs weu san-wARe hardware. 

2- RepoceD pr ices oaj cluS tapes of Ate/nffeR- peve^eo frocrams. 

3- A PefiiepicAi. w&*/SLcrreR about <uog aiodastRocade HfifreK'H-zS. 

4- Rcpocep TooR^AMewT e»JTM Fees, u/i/o pRizes/// 

S'- PSCot; WTS ON OTM6R AvAit-AgcF HARDWARE AAJO SbprvJARe. 

YOOA CHRncF To L6ARN Tb pftOcSRAfn #r O'jR TVT0R1AU setters < CLASSES. 



our clue tapes Age k^apy fo& sac£\.. f&l mem- 

bers, <^lo.oc Fo>R- fckyJ-MEMgefts. oon0 fdow- membership 

And ont cu;g taps’,, c^jly-^.so postpaid/ 



FoA membership Ajvd/or tapes se/oo ruts Form to •• 
P666H GlAPPCaI# TREASUReR. 

MICHksAaj ASTAa&)£S 
S^HOO VlVe MILE RoAO 
Sooth lYoaJ, Ml 4&« 7 3 

NAME” 

STA^er ^.irv 

State ~Z- ip 

C(L C.All C 3 i H 3 - 7 -JAdA FoR. n«RE tA/F«Ar«*Tiorf. 

. Pas=- 



t»emieA*wp ^s’.oo pec 
CtuSTAAf^; PPP. 

cu>S rAfg 11 2 4 H.So PAP. 

PHetfe 
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QUEST I ONA I RE 
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This is -for my in-formation, but I will probabl y summarize the results and 
send them to the ARCADIAN and to ASTROCADE. I-f you have just^ purchased your 
ARCADE, please wait six months before answering this quest ionai re. 

Thank You. 

What have you thought about your ARCADE so far? 

’ • r 1 ■** t 




Have you had any problems with your AfcCADE unit? 




What kind of expansion do you want for your ARCADE? 

Main 1 y Graphics Remarks; ! 

Mainly Business 

Other? . — 

Like Apple or Atari ___ 

What have you generally thought of the Videocades produced so far? 



What kind of WcTeocades would you like to see produced? 

V * r ' ' . - - - - 

* ■*. ' ..t M t 



Please fill out the other side. 
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Page K 2 QUEST I QNAI RE Page K 2 

What do you think about the ARCADIAN Newsletter? 




O.t her r ffiinar k s you might h ave . 
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MISCELLANEOUS TIDBITS FROM THE EDITOR 



Any comments , suggestions, complaints etc., about this SOURCEBOOK will be 
greatly appreciates ss this * is the .only way I can get t^edbacK on the 
content. 

Please -fill out the enclosed quest ionai re. 



COMPLAINTS ABOUT SPURGES MHO ADVERTISE IN THIS SOURCEBOOK r 1 - 

While I, as - pub! i sh er © f the SOURCEBOOK , have no liability as toe ont en t , 
performance, etc., of the software programs and hardware items included in 
this SOURCEBOOK, I will not knowingly allow SOURCES to take advantage of you 
as a purchaser of the SOURCEBOOK. If you have any complaints about an* of the 
Sources in -.this SOURCEBOOK ...please write me a letter and explain in detail 
the difficulties that you have encountered. I will examine the complaints and 

take act ion as deemed necessary . 

Thank You Rich ard-J^ 



If you have a specific question or “question regarding the operation -of your 
AQTPn rA nr »;.n it .please send a SSAE to me and I. .will either answer your 
qu es t i on or sen d i t to somebody wh o c ah . PI" ease a 1 1 ow a t 1 east 3_& days, .- f oe . an 
answer. ■■A *i\.. ' vj ■ ... 



SOFTWARE AND HARDWARE "PRODUCERS -~ 

If you are a source of sof tware programs - and/or hardware items, please 
contact Richard Houser at (415) 449-8493 between 4:39 and 10:90 PM PST for 
further information on how to get included in the SOURCEBOOK. 

I reserve the right to reject any advertisement submitted by returning the 
payment to the sender. All advertisements are accepted wi th the express 
understanding that I shall have no liability for errors which may occur in 
the printed SOURCEBOOK, including the failure to include an advertisement, 
and in no event shall I be liable for damage to any person submitting an 
advertisement in an amount greater than the advertisement fee. 

Richard M. Housei publisher 
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SOFTWARE and HARDWARE ORDER FORM 




I WQU 1 d 


like to order the foi l Owing i terns 


as you 






adver t i sed them in the SOURCEBOOK. 








I 


i ■ . - ' 


v ' I 


I 




I Pace 


I Descr i Dt i on 


I Price 


I 




I 


I" ' ' ' " 


I 


I 




i 


1 





J. 




r ■■■• 


T 


I 


I 




i 


I .. 


I 


1 


Order each 


I - : “7' 


I ■ 


I 


I 




I 


I . . 


I 


I 


Sof tware or 


■I - 


I 


I 


I 




I 


i ... . 


I 


JL - 


Hardwar e i tern 


I 


i ' 


T ‘ 


i 




,i 


i 


I 


1 


f row) the 


I 


i 


‘ I 


i 




i 


r. ■ . 


-J L 


i 


.. appropr i ate 


I 


i 


1 


i 




I 


i 




i 


SOURCE .as 


I 


i ' ■' ; 


=■ T ' : 


i 




i 




I 


i 


given in the 






I 


i 






Subtotal 


I 


j. 


SOURCEBOOK. 




.. .. 


I 


i 






State Sales Tax 


I, 


JL 










l 






r Total 


I 


J. 




Enc 1 ose 


check or money order in US Funds 


pl ease . 







IMPORTANT : Fill in the following information so the sources 

can properly fill your order . 

I have the Old BALLY BASIC which requires the external audio interface. 

I have the new BALLY BASIC Videocade 6894 <ASTROCADE BASIC) < AB > which 
has a red LED on the top and a phone jack in the lower right corner. — 

Send my order to: 

Name t 
Address : 

Ci ty: 

Country : 



m ; i.i . in • ,<*> f ■ m . « » 

State/Prov. . _. ri 
2lPt 



COPY THIS FORM AS NEEDED 

Enclose this order form with payment ,, in- an envel Ope and mail to the 
appropriate SOURCE not to RMH Enterprises. 




